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EDITOR'S PAGE 
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B y now, you’d better be out from under the holiday crush. The 
tree should have made it to the curb, the decorations should 
be stuffed back in their boxes, and all the battery-operated toys 
should be lying exhausted in the corners. By now, you’d better be 
ready to play that new game or two you picked up in December, 
or finally try out that new PC you bought for the family. 

PC makers have been lusting after the home market for more 
than a decade, and though that hunger may never be fulfilled, 
they’re making progress. Lower prices and prepackaged 
systems have helped put plenty of PCs in homes during 1992. 

Good news, right? Sure. The more people with PCs in the 
house, the more people playing Top Gun, the more kids learn- 
ing about ecology, the more dragons slain. But there’s a nasty side 
to all those new PCs, especially when they’re bought by people 
who have never owned a personal computer before. 

Let’s face it: PCs are tough to set up and keep up, particularly 
when they’re used as game machines. Compared with the VCR — 
still the bane of most consumers when it comes to assimilating 
technical information — the PC is like nuclear physics. 
Unfortunately, it doesn’t look as though PC manufacturers or 
entertainment publishers are doing much about it. 

Windows and DOS do come already installed on most PCs 
nowadays, of course. And most game makers do simplify setup 
enough so that all you do is type A: INSTALL and begin feeding 
floppies. Beyond that, though, things get tricky. 

Sound-board installation, for instance, sometimes goes smoothly; 
when it doesn’t, you can get bogged down fast by such impene- 
trable terms as IRQ, DMA , and DIP. Power PC users may know 
such jargon intimately, but the average PC player just wants to 
play, not spend hours figuring out why things won’t work or 
talking to tech-support people (who, since they’re not right 
there with you, often are no help at all). 

Games add to the problem. The biggest, beefiest titles 
demand not only a lot of hard-disk space, but a lot of memory, 
too. It’s not uncommon for a game to want 580K or more of 
the 640K available in DOS’ low-memory area. Memory 
managers help, of course, but with no single memory manager 
standard — three or four good ones are in competition — the 
potential for conflict, and thus a no-go game, is ripe. 

PCGames does what it can. Our reviews comment on installation 
headaches and memory hogs when appropriate. And our hard- 
ware features spotlight the easiest-to-add add-ons. (Look for an 
analysis of multimedia upgrade kits in our next issue.) But 
PCGames doesn’t make the PCs, or make the games. 

Computer and computer-game makers better wise up — and 
make their wares simpler to set up, simpler to run — or they’ll get 
eaten up by Nintendo, Sega, Sony, Tandy, Philips, and whatever 
other company enters the electronic entertainment market. We 
want to play, not work to play. — Gregg Keizer, Consulting Editor 
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A s governor of a province of the Roman Empire you must 
build cities for the good of your people. Fortify your 
cities with walls & towers - but should your defences fail, 
you must command legions to crush the hostile barbarian 
tribes! Success will lead to promotion -and ultimately, the 
very best may rise to become... Caesar! 

Battles may also be fought out in detailed, animated combat using a 
much enhanced version of Impressions’ Cohort (Cohort II will be 
available separately). 


Grow your city with ampi theatres, forums, 
temples, aquaducts, roads, baths & workshops 
and much, much more! 


Impressions 



Keep out hostile tribes with cross-country 
walls to match The Great Wall of China 


Committed to Excellence in Strategy Entertainment 

Impressions Software, Inc. 7 Melrose Drive, Farmington, CT 06032 
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THE GAME PRESERVE 



Tandy’s new Sensation! The stereo amplifier (between monitor 
and CPU) sounds great, but costs an extra $99.95. 


THEY’VE GOT 
YOUR MFC 

They’ve also got your 
answering machine, your 
television, your voice mail, 
and your fax. Tandy’s new 
Sensation! ($1999, moni- 
tor not included) multi- 
media computer integrates 
many functions performed 
currently by separate elec- 
tronic appliances. 

Aimed squarely at the 
home and small-business 
markets, Sensation! is an 
MPC-compliant machine 
built around an Intel 
80486SX chip. Included 
with the computer is 
Tandy’s WinMate, a soft- 
ware organizer for Micro- 
soft Windows. 

Tandy is emphasizing a 
number of non-traditional 
uses for Sensation! — some 
immediately available, 
some requiring additional 
hardware. For instance, you 
can set up a digital voice- 
mail system with the built- 
in modem, but watching 
Monday Night Football while 
you work on your spread- 
sheet requires an extra 
board ($399.95 suggested 
retail). For more informa- 
tion, contact Tandy Corp. 
at (817) 390-3011. 

VIRTUOUS PILOT 

If you’re careful, CH 
Products’ new flight yoke 
might help you earn your 
wings. Virtual Pilot ($109) 
is an airplane yoke, or 


steering wheel, that mounts 
on your desk and plugs into 
the joystick port of any PC 
compatible. It offers com- 
plete X- and Y-axis control, 
as well as a throttle control 
and two fire buttons. The 
Pro version ($149) adds 
flap and gear controls, as 
well as eight-way viewing 
capability. 


Dan Hayes, executive vice 
president of CH Products, 
says that the company plans 
to submit Virtual Pilot to 
the Federal Aviation Admin- 
istration (FAA) to “win 
approval for pilots to log 
hours for their Instrument 
Flight Requirement (IFR) 
and Visual Flight Require- 
ment (VFR) pilot ratings.” 


To date, no computer 
flight-sim-related manu- 
facturer (hardware or soft- 
ware) has won any sort of 
FAA approval or sanction 
for its products. For more 
information, call CH at 
(619) 598-2518. 

LET MY 
LEMMINGS GO 

As if jumping, climbing, 
digging, and building 
weren’t enough, those cute 
little Lemmings have now 
evolved into 12 distinct 
tribes, each with its own abil- 
ities. In Lemmings 2: The 
Tribes ($59.99), players 
must use the special skills 
of each group to bring all 
12 together in a mass 
exodus from Lemming- 
land. Watch for Polar 
Lemmings, Ninja Lem- 
mings, Highlanders, Beach 
Lemmings, Space Lem- 
mings, Cave Lemmings, 
and, yes, Classic Lemmings. 
For more information, 
contact Psygnosis at (617) 
731-3553. 

LIBRARY 0’ GAMES 

EMS Professional Soft- 
ware is shipping an updated 
version of its Best PD/ 
Shareware Games Library 
($59.50) for IBM compati- 
ble PCs. This collection of 
150 entertainment titles is 
available on 1 3 1 .44-mega- 
byte disks or a single 
CD-ROM. An intelligent 
database shell lets novice 



Not all fun and games: Virtual Pilot yoke is serious business. 
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“Children of the night" make their sweet music as you explore 
a Transylvanian village in SSI’s haunting Veil of Darkness. 


users locate a particular 
game quickly, install it, read 
and print the instructions, 
and play the game without 
ever seeing a DOS prompt. 
For more information, con- 
tact EMS at (301) 924-3594. 

THE GAME'S AFOOT 

Sherlock Holmes and the 
Baker Street Irregulars are 
back in town, hot on the 
trail of the bad guys in 
Icom Simulations’ Sherlock 
Holmes, Consulting Detec- 
tive: Volume II ($69.95). 
With more than 90 minutes 
of color-motion video, 
three new cases — “The 
Two Lions,” “The Pilfered 
Paintings,” and “The Mur- 
dered Munitions Magnate” 
— will test your deductive 
skills. Icom has added a live 
actor for the courtroom 
scenes, as well as fast-for- 
ward and rewind buttons to 
make reviewing evidence 
easier. For more informa- 
tion, call Icom Simulations 
at (708) 520-4440. 

SHEERWARE 

Send the kids to bed 
before you check out Mega- 
tech’s first PC game release, 
Cobra Mission ($79.95). 
This 11 -megabyte import 
from Japan wraps R-rated 
graphics around an adven- 
ture/arcade engine. 

The goal of the game is 
to clean up the island of 
Cobra by putting a halt to 
the illegal activites of the 
psychotic master criminal 
who’s taken over the island. 
Along the way you’ll battle 
street gangs, defeat crime 
bosses, and rescue grateful 
female kidnap victims who 
reward stalwart heroes with 
more than just a peck on 
the cheek. 


Megatech plans to con- 
tinue importing games from 
the Japanese PC-9801 plat- 
form, aiming at 18- to 40- 
year-old players. For more 
information, call Megatech 
at (800) 421-2032. 

LURID LURE 

Konami’s latest is Lure of 
the Temptress ($49.95), 
from Revolution Software. 
This adventure role-play- 
ing game features Virtual 
Theater, an environment in 
which the game world 
advances and changes in 
real time, developing inde- 
pendently of the player. 
The player’s actions affect 
rather than dictate events, 
while non-player characters 


interact continuously with 
one another. Can Diermot 
defeat Salena and the evil 
Skorl? Only time will tell. 
For more information, 
contact Konami at (708) 
215-5100. 

SSIMON SAYS 

Strategic Simulations is 
on the move again with 
several new titles for 1993. 

Look out, sports fans — 
the company’s working on 
a complete revamp of one 
of the PC’s most-popular 
games. Tony LaRussa Base- 
ball II ($59.95) will feature 
more closeup camera 
angles (batter’s shoulders, 
zoom in on fielders) and 
more player animation, 


includingjumps and dives, 
headfirst slides, and under- 
hand tosses for double 
plays. Replays will be shown 
on jumbo in-stadium mon- 
itors. Also under develop- 
ment is a software system 
for importing game data 
from other PC baseball 
sims. Look for the new-and- 
improved Tony LaRussa in 
the first quarter of ’93. 

Available in March 1993, 
Veil of Darkness ($59.95) 
is the story of a cargo pilot 
who crash-lands in a haunted 
valley in Romania’s Transyl- 
vanian Alps in the late 1930s. 
The player investigates his 
new surroundings, only to 
come face-to-fang with a 
vicious vampire, Kairn, who 
has been feasting on local 
villagers for centuries. 

Dark Sun: Shattered Lands 
($79.95) is SSI’s first new RPG 
game engine since Pool of 
Radiance in 1988. Shat- 
tered Lands takes players 
into a harsh desert world 
ravaged by sorcery. You 
and your party must create 
a rebel force powerful 
enough to destroy the 
tyrannical king’s army. 
Dark Sun is scheduled for 
release in March 1993, but 
SSI already has plans for an 
expansion disk: The Grey 
Isles Campaign, due out in 
June 1993 for $39.95. 

Flashback ($49.95) com- 
bines rotoscoped graphics 
with polygon-based cine- 
matics in this side-view 
arcade adventure. Delphine 
Software, the group that 
created Out of This World, is 
claiming smooth 24-frame- 
per-second animation. 

Eye of the Beholder III: 
Assault on Myth Drannor 
($69.95) concludes the 
Beholder series with addi- 
tional graphics, a deeper 
plot, more role-playing, 



Join the king's army in a perilous mission to free 
the people of Turnvale in Lure of the Temptress. 
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and new monster compan- 
ions who travel with the 
valiant men of Darkmoon. 
Only heroes need apply: 
The lich Acwellan awaits. 

Lastly, the only limit to 
AD&D scenarios is your 
own imagination when 
assisted by SSI’s AD&D 
Unlimited Adventures: 
Build Your Own Fantasy 
Role-Playing Epic. The 
package includes a library 
of 1 12 monsters, 16 NPCs, 
and 250 art images with 
which players can populate 
their adventures. It’ll be 
available in April for $59.95. 
For more information, call 
SSI at (408) 737-6800. 

CAPSTONES 

Capstone Inc. is blowing 
through the realms of pop 
culture with several new 
releases. 

Just in time for the holi- 
days, Home Alone 2 ($44.95) 
pits players against the Wet 
Bandit burglars in a series of 
chases through crowded city 
streets and other locations, 
including New York’s Plaza 
Hotel and Central Park. 

Trolls ($44.95) features 
animated critters with frizzy 
hair on an arcade quest to 
rescue baby trolls. 

And if you’ve always want- 
ed to be a lawyer but 
couldn’t afford law school, 
LA Law ($59.95) lets you 
try eight cases as Victor 
Sifuentes, Abby Perkins, or 
Jonathan Rollins. 

Capstone is promising 
still more titles featuring 
popular icons, including 
Wayne’s World: The Com- 
puter Game and Termin- 
ator 2 Cyber Chess, to be 
shipped on both CD-ROM 
and floppy disk. 

For the more-intellectual 
gamer, Capstone offers 



Bridge Master ($59.95), 
complete with network and 
modem play, super-VGA, 
multiple skill levels, bidding 
conventions, and your choice 
of background music. For 
more information, contact 
Capstone at (800) 468-7226. 

TEN-HUT -AGAIN 

What do MicroProse, 
Electronic Arts, and Empire 
Software have in common? 
They each have a game in 
Empire’s Combat Classics 
($59.95), combining F-15 
Strike Eagle II, 688 Attack 
Sub, and Team Yankee in 
one retro-package. 

Whether you’re on land, 
under the sea, or in the air, 
Empire’s got you covered. 
For more information, call 
Empire Software at (416) 
731-4175. 


STONE GROOVE 

PC Comix, publisher of 
HyperComix, has announced 
a double dose of Lance 
Stone, to ship in the first 
quarter of 1993. This special 
edition will feature issues 
2 and 3 of the series, at a 
suggested retail price of $20. 

According to Jeff Angus, 
director of marketing at PC 
Comix, this version will 
include “more than twice as 
many panels, more sound, 
more spot animation, more 
plot threads, an improved 
interface, and a special 
utility that will enable users 
to adjust the pace of the 
action, set sound levels, and 
automatically bind new 
editions to previous issues 
stored on a hard disk.” For 
more information, call PC 
Comix at (800) 944-0181. 


DATELINE: COMDEX 

As the burgeoning worlds 
of cartridge-based and disk- 
based hardware crowd 
closer and closer together, 
some companies are creat- 
ing products that bridge 
the two like sparks bounc- 
ing between the spheres of 
a Van Der Graff generator. 

Turbo Technologies Inc. 
(Ill) is now manufactur- 
ing the Turbo Duo, a ded- 
icated game machine that 
plays Turbo Grafx 16 chips 
and new Turbo Duo games 
from CD-ROM. 

In April 1 1 1 also plans to 
unveil Turbo Duo Intelli- 
gent Link, a SCSI adapter 
that will turn the Turbo 
Duo into a fully functional 
CD-ROM player suitable 
for use with most computer 
platforms and file formats. 

The Turbo Duo retails for 
about $300; the Intelligent 
Link will cost about $100. 
For more information, call 
Turbo Technologies at 
(310)641-4622. 

KNOWLEDGE 
IS POWER 

Knowledge Adventure’s 
Dinosaur Adventure ($49.95) 
is a scientifically accurate 
exploration of this fascinat- 
ing prehistoric phenom- 
enon. The package covers 
the rise of dinosaurs from 
early reptiles, dinosaurs’ 
lifestyles, the science of 
fossil formation and dis- 
covery, and major excava- 
tions around the world. It’s 
the fifth in KA’s Interactive 
Books software series, and 
is intended for dino buffs 
of all ages — 3-year-olds to 
adults. For more informa- 
tion, call Knowledge Adven- 
ture at (818) 542-4200. 



The Wet Bandit burglars hit the high spots in Home Alone 2. 
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PC El GAMES 

The disk ! 


□ □□□□□29. 


□ □□□□□□□□□□a $ 49. 


3 great ways to build a fantastic game library without breaking your budget... 


1 PLAY SPADES AND CHECKERS AGAINST YOUR 
COMPUTER • Card same Concentration • 

Tennis and Squash • Build your vocabulary 
with Hansman and Wordsearch • Five-Straisht 

2 PRACTICE INTERGALACTIC HIGH FINANCE WITH 
TRADER - BUY ON ONE PLANET, SELL ON 
ANOTHER • Battleship • Sixteen Puzzle • 
Towers of Hanoi • Repeat the musical tone 
sequence 

3 KNOCK DOWN THE WIZARD WALL AND RESCUE 
THE BEAUTIFUL PRINCESS - MULTIPLE LEVELS • 
Play 3-D Tic-Tac-Toe • Computerized Darts • 
BINGO • Gather emeralds as you find your 
way through the Treasure Maze • Strain your 
brain with puzzles from Mensa ® USA • 
WORDSEARCH 

4 CONTROL ANGLE AND SPEED AS YOU PLAY 
COMPUTERIZED MINIATURE GOLF • Don your 


armor, lower your lance, and Joust against Sir 
Azure • Decipher cryptic license plates with 
California Challenge • Crazy Ball • Mind Master 
logic puzzle • More mindbending puzzles from 
Mensa ® USA • Mini-Golf Wordsearch 

5 STAY ON THE ROAD AND AHEAD OF YOUR 
OPPONENTS IN EXCITING BIKE RACE • Play 
ancient Japanese strategy game against a 
friend or the computer • DOMINO PUZZLE • 
SPECIAL DAYS demo - event from days gone by 
• More Mensa ® USA puzzles 

6 VICIOUS KILLER WORMS ARE TAKING OVER 
YOUR LAWN! • EMERGENCY MISSION • Match 
wits with your computer in a new strategy 
game • JIGSAW PUZZLES • More mind bogglers 
from Mensa ® 

7 FIND YOUR WAY THROUGH THE LABYRINTH OF 
DOOM • SCRAMBLE • FIRE AND ICE • 


QUOTABLES • More Mensa ® USA 

8 ENJOY ANCIENT, ENTERTAINING BOARD GAME 
NINE MEN’S MORRIS • ACES HIGH • 

TANGRAMS • CONNECT THE DOTS • PICK-A-PEG 

• Mensa ® Puzzles 

9 HOP Q-WABBIT TO SAFETY - FAST MOVING 
ARCADE GAME • PACHISI • Ancient mariners’ 
dice game Shut the Box • Solitaire-type game 
Pharaoh’s Pyramid • WORDFALL 

10 TV TRIVIA • BACKGAMMON • DOMINOES • GIN 
RUMMY • PUZZLES • WORDSEARCH • QUATRIS 
Arcade type game 

11 ROULET • SLOTS • CRAPS • KENO • BLACKJACK 

• MENSA ® • PUZZLES • GAMBLING 
WORDSEARCH 

12 BEST OF THE 80 S • SPADES • S.O.S.-a word 
game • MICROPUTT - miniature golf • BINDOG 

• CONQUER (Othello) • WORDSEARCH 


3 FOR $ 19 95 
6 FOR $ 29 95 
12 FOR $ 49 95 
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INDICATE YOUR SELECTIONS BY NUMBER IN THE BOXES PROVIDED. 


PC □ GAMES 

333 Texas Street, Suite 2376 
Shreveport, LA 71101-5304 

318 / 222-8088 

CREDIT CARD ORDERS ONLY 


PCGames and PCDGames the entertainment disk are two great products from two separate companies, both dedicated to bringing you the best in entertainment software. 






MASTER PUZZLER 

Get ready for another 
puzzle-filled session of 
genius gymnastics in Island 
of Dr. Brain ($49.95). 

Sequel to Castle of Dr. 
Brain, Island is the newest 
member of the Sierra 
Discovery Series. Players must 
conquer a pile of puzzles to 
retrieve a special battery 
from Dr. Brain’s secret 
island. The game features 
26 math, language, and 
science-oriented problems, 
at three levels of difficulty. 

Parents should note that 
the Sierra Discovery Series 
carries an unconditional 
money-back guarantee. If 
for any reason, parents 
aren’t convinced of a 
game’s learning value, they 
may return the game for a 
full refund. For more 
information, contact Sierra 
On-Line at (209) 683-4468. 

INTERPLAY 
AT WORK 

You’d think that a com- 
pany with “play” in its 
name could relax once in a 
while, but InterPlay is chew- 
ing up the channel with 
four new releases. 

Battle Chess Enhanced 
CD-ROM ($79.95) for DOS 
and MPC features a new 30- 
minute animated tutorial 
with helpful play tactics and 
the history of each character 
humorously portrayed. 

Battle Chess 4000 ($59.95) 
combines clay animation and 
a strong chess algorithm 
with a rating of over 2167 
USCF. Each piece has been 
modeled in clay, photo- 
graphed, and digitized. In 
addition, if BC 4000 sees an 
exceptionally good move, it 
will add it to its database. 



Return to the wacky world of Dr. Brain’s secret island 
for another delightful round of puzzle solving. 


For a change of pace, try 
Solitaire for Windows 
($49.95), with 12 popular 
games in VGA. Players can 
use alternate scoring, tinted 
play, and two-deck play. 

Finally, Castles II: Siege 
and Conquest ($59.95) 
adds attack options to the 
castle-building machina- 
tions of the original. King 
Charles of Bretagne is dead, 
without a clear successor to 
the throne. Unless you can 
play a delicate game of 
diplomacy and warfare, 
your head could be the next 
to adorn a rival’s wall. For 
more information, call Inter- 
Play at (714)553-6678. 


BEARWARE 

The Berenstain Bears 
have come to life from the 
pages of children’s books 
in a Compton’s New Media 
series designed to entertain 
and instruct elementary- 
and preschool-aged kids. 

Learn About Counting 
($24.95) teaches basic math- 
ematics by counting fruit, 
measuring water in a well, 
and weighing honey jars. 

In Learn About Letters 
($39.95), the bears are on 
a quest to find the alpha- 
bet; your child learns by 
picking up letters along a 
path. As an introduction to 


spelling, the youngster 
enters the first letter of a 
word when an image pops 
up on screen. 

Junior Jigsaw ($24.95) 
increases visual memory 
and shape-recognition skills 
through ten puzzles. You 
can enhance the difficulty 
level by increasing the 
number of pieces up to 60 
as your child masters each 
brain teaser. 

Fun with Colors ($39.95) 
is designed to encourage 
creativity and independent 
thought. Using more than 
70 pieces of clip art and 48 
colors, children create 
scenes that include word 
balloons and animated 
pictures. 

The Learning Essentials 

package ($29.95) contains 
Learn About Puzzles, Learn 
About Colors, and Learn 
About Music, a program 
that teaches children notes 
to their favorite songs. For 
more information, call 
Compton’s New Media at 
(619) 929-2500. 

WINDOW STARS 

Star Graphics recently 
announced A Collection of 
Classic Games ($34.99) for 
Windows. The package 
contains three games, two 
screen savers, and a hand- 
ful of wallpaper designs. 

Beleaguered Castle, Patterns, 
and Morris are traditional 
thinking/logic games, relying 
on planning and mental gym- 
nastics rather than keyboard 
acrobatics or encyclopedic 
knowledge. The screen savers 
feature “hot corners” that 
activate when you send the 
mouse there. The wallpaper 
designs make great desk- 
top backgrounds. For more 
information, call Star at 
(503) 241-5663. □ 



Heads roll if you’re not on top of the next move in Castles II. 
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Rex Nebular Is For Hire! 



Actual screens may vary. 


And the spaceways will never be the same! 

Sure, he's for hire. But if he doesn't pull off this job, Rex Nebular's 
reputation as an interstellar adventurer and womanizer will take a 
bruising, if that’s still possible. 

All he has to do is retrieve a priceless vase for 
a really ticked— off Colonel Stone. It should be 
easy . . . NOT! 

Especially when this Cosmic Gender Bender gig 
has enough traps to send Rex to his grave a 
thousand times over. 

Rex will have to locate a cloaked planet. Survive 
the grotesque Gender Bender machine. Negotiate the perils of a vast 
underwater world. And tear himself away from legions of sex-starved 
aliens. Some of whom would like nothing better than to use our hero as 
breeding stock! 

And Rex thought women only wanted him for his mind! 

Save Rex Nebular from himself. And save the universe 
from Rex Nebular. Get your copy of Rex Nebular And The Cosmic 
Gender Bender today at your favorite retailer. 


• STIMULATING state-of-the-art graphics and animation! 


• Thousands of MINDBENDING PUZZLES TO UNLOCK! 


• TITILLATING rotoscoped art! 


• EASY, HARD, and ADVANCED modes! 


• AROUSING INTUITIVE INTERFACE light years ahead of any other! 


,4£RD PROSE 

ENTERTAINMENT • SOFTWARE 

Seriously Fun Software 

© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


i 1 

[ To get our free catalog, call 1 “800-879-PLAY . 

i (Mon.- Fri., 8:30 am-5:00 pm liST.) 

[ Or fill out the coupon and mail it to: MicroProse Software, Inc. 

| 180 Lakefront Drive • Dept. D-10 • Hunt Valley, MD 21030-2245 

i Name 

J Address 

I City State Zip 

i Telephone ( ) 
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TOP GUN 


NEW YEAR’S 
RESOLUTIONS 

On the ground or 
in the air, sometimes a 
jet jockey’s promises are 
just made to be broken . . . 

By Cameron Crotty 

Yeah, I know — I’m a 
month late. I also know that 
four out of five columnists 
in America have done this 
topic this year already. So 
what? I don’t have to be 
original, just entertaining. 
Therefore, in the spirit of 
the season, here are my 
“Top Gun Ten New Year’s 
Resolutions.” 

1 . I resolve to never break 
visual contact on a bandit. 

There I am, pulling 6 Gs, 
trying to get my nose 
around on a Su-25, and I 
figure, “He’s not going any- 
where — I’ll just check my 
radar real quick.” Bad 
move. In about nothing 
flat, I’m staring up at a silk 
canopy and he’s trading 
jokes with his wingman on 
the way home. Arg. 

2. I’ll set up my landing 
approach the proper dis- 
tance from the airfield. 
After spending a morning 
flying a Sopwith Camel, I 
switched over to a Boeing 
727 for a change of scenery, 
but forgot to remind my 
brain of the extra size and 
weight. Needless to say, 
Boston Air Traffic Control 
was very upset at the hole 


I put in the runway. The 
passengers in first class 
weren’t too thrilled, either. 

3. I promise to always 
finish off my primary 
target. Primary targets are 
so boring. They’re almost 
always on the ground, 
they’re heavily defended, 
and the bad guys are 
expecting you. Give me a 
surprise dogfight any day. 

4. Henceforth, I’ll warn my 
co-pilot before attempting 
to barrel-roll my heli- 
copter. All I needed to do 
was flip the bird upside- 
down for just a second, but 
boy, did I hear about it for 
weeks. While I’m on the 
subject of radical maneu- 
vers, I promise not to go 
hedge-hopping in my F-16 
unless it’s absolutely neces- 
sary. After all, 450 knots at 
50 feet is just plain silly. 

5. In the coming months, 
I promise to purchase at 
least two pieces of flight- 
sim-related hardware. Who 
said New Year’s resolutions 
couldn’t be fun? (But fellow 
flight-sim addicts should 
check out the accompany- 
ing sidebar — if they dare.) 

6. I hereby vow that I’ve 
buzzed the Sears Tower in 
Chicago for the last time. 
Resolutions are made to be 
broken, right? 

7. For this year to come, 
I’ll cease and desist call- 
ing wide-body passenger 
airplanes “garbage trucks,” 
“cement mixers,” and 
“fatso.” Whenever I step 
behind the yoke of one of 
those commercial monsters, 


I wonder whether any 
flight-sim company will 
create a sim that takes off 
on “Car Wars.” You get a 
rusty old 747, load it 
up with WWII surplus 
weapons, and then try to 
smuggle contraband all 
over North and South 
America. Along the way, 
you fight off attacks from 
privateers, other smugglers, 
and pirates in Cessnas out- 
fitted with special “Board 
and Storm” hull-cutting 
equipment. 

8. I promise not to play 
“chicken” with other com- 
mercial airline pilots. Also, 
if I’m playing an air-traffic- 
controller sim, I promise 
not to see how close I can 
get two planes to pass 
together. Furthermore, 
even though small recre- 
ational planes play hell with 
traffic patterns, I promise 
not to leave them sitting on 
the runway without clear- 
ance. Recreational pilots 
are people, too. 

9. From now on, I’ll pay 
attention to the flight-deck 
officer when trying to land 
on a carrier. LSOs get so 
upset when they wave you 
off and you land anyway. 
There’d be plenty of room 
if they’d just move that 
honking big control tower. 

10. Finally, this year I 
swear to fly higher, turn 
harder, and shoot straighter 
than ever before. Good luck 
with your own New Year’s 
Resolutions, and be sure to 
throw another bandit on the 
fire for me. Clear skies! □ 


LOCKED IN 

The following is a 
public-service 
announcement. 

M aybe I should rethink 
resolution #5. 1 have 
a confession to make: I’m 
a prisoner of my own 
chair. I should have seen 
the signs — steadily grow- 
ing piles of clamp-on, add- 
on, bolt-on specialty 
devices to support my 
flight-sim addiction. It's 
gotten to the point where 
if I need to type, I have to 
undo the clamps on the 
CH control yoke, then 
slide the keyboard in front 
of me and sit on the edge 
of my seat, because the 
Interface Dynamics Thrust- 
master Brackets stick out 
from the arms of my chair, 
preventing me from scooting 
it close enough to my desk. 

Equipment overload isn’t 
a pretty sight. I realize 
that flight-sim controls 
are specialized, but plug- 
ging in a different device 
for each program has 
turned the back of my 
computer into a braided 
rats’ nest. I've got a sign 
up warning small children 
of the danger, but it’s only 
a matter of time before 
someone disappears, leav- 
ing behind only bones and a 
cable with a suspicious 
bulge. It's too late for me, 
but there's still time to 
save yourself. Beware 
the hardware. — C.C. 
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it's more mercenory than your 
lawyer, shrewder than your accoun- 
tant, greedier than the IRS and 
tougher than your granny. Get 
ready for the most challenging 
game of Monopoly® you've ever 
played with MONOPOLY® DELUXE. 

Combining 90's technical know- 
how with plenty of good old- 
fashioned fun, the bestselling board 
game of all time is back and 
better than ever with completely 


revamped levels of difficulty and 
greatly enhanced graphics for your 
computerl You'll get more deluxe 


for your bucks with dazzling anima- 
tion of all ten official tokens, easy- 
as-pie interface, a game activity log 


that keeps track of all previous 
moves and the ability to play by 
traditional or custom-designed rules. 

Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
railroads, utilities and properties of 
all types. This game's a must for 
the library of any TRUE gamer or 
future real 
estate tycoon! 


L<S55iR4RKER 

BROTHERS 


MONOPOLY® DELUXE with the ultimate easy-to-use point- and -click interface will be available this fall in PC and WINDOWS ,M versions. 

WINDOWS ,M version features all of the DELUXE features listed above plus the added bonus of easier-fo-use point-and-dick interface. 

For more information, pricing and orders, please call 800-VRG-IN07. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted. 

MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonka Corporation. Rich Unde© 1936, 1992 Parker Brothers. All rights reserved. Monopoly© 1935, 1992 Parker Brothers, Inc, a division of Tonka Corporation. 
All rights reserved. Licensed to Virgin Gomes, Inc ©1992 Virgin Games, Inc Virgin iso registered trademark of Virgin Enterprises, Ltd. WINDOWS'" iso trademark of Microsoft Corporation. 



Return your authorized version of the original Monopoly® computer game to a 
participating dealer and receive $1 0 off your purchase of Monopoly® Deluxe! 
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ROLE CALL 


GENTLE SPIRITS 

Do that voodoo you do so 

well — but do it better. 

By Bernie Yee 

“Show me the magic,” 
said Anthony Quinn in a 
modern-day remake of 
Shakespeare’s The Tempest. 
Quinn played Prospero, the 
Bard’s memorable magi- 
cian, who worked in myste- 
rious ways, certainly in ways 
unfamiliar to computer- 
gaming mages. 

Magic is a curious com- 
modity in role-playing, 
and as I’ve said in other 
columns, something quite 
different from science, its 
counterpart in science- 
fiction role-play. 

Science gets its punch 
from gee-whiz technology, 
while magic relies on 
mysticism and the super- 
natural — matters beyond 
our understanding. 

And sometimes it seems 
that magic has lost its zip, 
its mystery. What magic 
needs is some of that . . . 
well, that old black magic 
back in its blood. 

ROLL OF THE DICE 

Too often, magic in fan- 
tasy role-playing games 
seems like a set of formu- 
las, a bunch of dice rolled 
to calculate damage. 

In Crusaders of the Dark 
Savant, for instance, spells 
are like machines, where 
you turn up the dial for 


more-mystical volume. And 
Crusaders isn’t alone. Most 
fantasy role-playing games 
make magic seem just 
mundane. 

Any magic system based 
on Advanced Dungeons & 
Dragons, which often uses 
dice to calculate damage 
effects, is limited because 
all the juicy spells (like 
Wish) require a measure of 
randomness and human 
control — something those 
number-crunching 486es 
just can’t provide. 

In the seminal work Lord 
of the Rings, J.R.R. Tolkien 
created a fantasy world 
more compelling, it seemed, 
than the real world. Gandalf 
the wizard, the second- 
most-powerful being in 
Middle-Earth, practiced a 
magic quite unfamiliar to 
veterans of Bard’s Tale III, 
where high-level mortal 
necromancers routinely 
tossed around offensive 
spells that scored impres- 
sive damage. 

Gandalf s magic was 
subtle and unfamiliar, mys- 
terious and almost uncon- 
trollable. What did the 
master wizard do? Set 
aflame some dead trees, 
cast a light spell, magically 
shut a door, break a bridge. 
Hardly anything an Avatar 
couldn’t do in Ultima VII. 
Tolkien’s weapons seemed 
imbued with a subtle 
mysticism, instilling fear in 
ores as much as it split 
them open. 

There have been a few 
attempts at making magic 


more mystic in more-recent 
role-playing games. One 
that stands out is Interplay’s 
adaptation of Lord of the 
Rings. Its designers sought 
the kind of subtlety they 
saw in Tolkien’s universe. 
Lord of the Rings’ magic 
system is very simplistic, 
with few spells and minimal 
power. 

In this game, magic pro- 
vides a lever, a hint, and a 
nudge — sometimes in the 
form of offensive capability, 
other times in magical 
counters to other spells. 
You won’t catch Gandalf 
the White casting spells that 
wipe out hordes of ores or 
trolls in Two Towers. 

SAINTS AND SORCERERS 

But the most-impressive 
magic system today belongs 
to MicroProse’s ground- 
breaking and compelling 
fantasy role-playing game 
Darklands, which taps into 
a real-life mythology, our 
own concept of magic in 
this world, the real world. 

Darklands sports two 
competing magic systems, 
alchemy and hagiolatry. 

Darklands’ alchemy is the 
mixing and transformation 
of chemical components 
with a catalytic philo- 
sopher’s stone into potions 
with impressive effects. 

Hagiolatry relies on the 
Catholic saints revered by 
the Church of that period. 
Medieval residents called 
upon specific saints for 
their patronage, as each 
saint had a certain province 


where he or she held 
ascendancy — Francis of 
Assisi held sway over 
wildlife, for example. 

This kind of “realism” 
provides a commonly known 
backdrop of religion and 
alchemy — commonly known, 
but still mysterious. 

Darklands’ magic means 
learning formulae, finding 
components, using your 
philosopher’s stone, and 
hoping your alchemical 
skill is up to the task. 

And while these potions 
can turn the tide of battle, 
they can’t prevail all on 
their own. You still need 
steel and muscle to finish 
off the enemy. 

Similarly, calling on saints 
requires some luck and 
piety, and results in subtle 
changes in the environ- 
ment, or even just knowl- 
edge. Magic becomes a 
tool, not a sledgehammer. 

BELIEVE 

Where does this leave 
game designers? In all like- 
lihood, they’ll keep trying 
to involve gamers in the 
magic process, whether 
that’s gathering reagents in 
Ultima or learning hand ges- 
tures in The Summoning. 
But few designers have the 
resources, or the desire and 
wherewithal, to create a 
“believable” magic system 
like Darklands’. 

Which makes a real gem 
like Darklands all the 
more worth savoring, like 
a good witch’s brew on 
All-Hallows’ Eve. □ 
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SPORTS PAGE 


YOU CALL IT 

How do you spell victory? 

T-E-A-M-W-O-R-K. 

By Wayne Kawamoto 

Take a bunch of talented 
athletes and throw them 
onto a field, and what do 
you have? Until you get 
them to work together like 
ants taking over a picnic, 
you don’t have a team. 
Teamwork is the key to 
success, whether you play 
sports for real or on your 
computer. 

Most major sports games 
let you call the plays. If you 
don’t want to play it by the 
book — in other words, use 
the game designer’s preset 
plays — you can even write 
your own. 

“BRONCO OVER LEFT 
ON TWO!” 

For both calling set plays 
and creating your own, 
football games are by far 
the most comprehensive. 
Every PC football game 
gives you a large number 
of set plays to choose from. 
Konami’s NFL includes 56 
plays, Accolade’s Mike 
Ditka Ultimate Football 
offers 132, Dynamix’s 
Front Page Sports: Foot- 
ball has 200, and Electronic 
Arts’ John Madden Foot- 
ball II features 8 1 . 

When you’re ready to 
out-Madden Madden and 
kick Ditka’s butt, though, 
it’s time to write your own 


plays. Play creation and 
capabilities differ from 
program to program, but 
most games feature some 
variation of those old 
chalkboards with their 
As and Os. 

Pass patterns, running 
plays, handoffs, and 
reverses are all at your 
fingertips. A masterful 
blocking strategy could get 
your tailback home alone 
in the end zone, just like 
that bratty kid in the 
movies. 

PROGRAM 
FOR SUCCESS 

Konami’s NFL uses a 
quick, step-by-step process. 
Select offense versus 
defense, formation, run 
versus pass — the list goes 
on. It’s much like a pro- 
gramming flowchart, and 
it’s the simplest approach 
for novices. 

But although NFL is the 
easiest digital football game 
to use, you still have some 
72 variables that add up to 
thousands of combinations. 

Games like John Madden 
Football II add more flexi- 
bility and control. You tell 
the players what to do and 
actually draw the paths for 
them to follow. 

Madden also lets you 
“walk” through the play, 
and try it out against 
different defenses. 

AT THE SNAP 

You’ll find the most com- 
prehensive play creator, 
though, in Dynamix’s Front 


Page Sports: Football. As 
in Madden Football, you 
can designate patterns 
and assign logic to the 
players, but Front Page also 
includes instructions for 
before the snap and after. 

You can put players in 
motion, as well as control 
the rush, look for the pass, 
block, or key in on specific 
players. For football play 
creation, Front Page takes 
the prize. 

BATTING 1000 

Of course, all team sports 
have set plays. Any athlete 
will tell you that teamwork 
is everything — whether 
you’ve got 1 1 guys on 
the gridiron, nine on the 
diamond, or five on the 
court. 

Baseball doesn’t have the 
same kind of plays football 
does, but managers con- 
stantly signal their inten- 
tions, and players work 
together. 

MicroLeague Baseball 

IV, for example, a statistics- 
based game, ignores the 
standard arcade aspects of 
computer play and lets you 
create up to 200 plays in 
the “sign book.” 

Because you control the 
entire game by keying in 
plays and intentions, the 
sign book fits right into 
the game. And by combin- 
ing several commands into 
one, you can create com- 
plex plays. 

For example, you can 
tell the batter what to do 
(bunt or hit aggressively) 


while instructing the base- 
runners (steal). 

On defense you can set 
the outfield (shallow, deep, 
pull) and clue the pitcher 
how to throw (normal, 
aggressive, or pitchout). 

FULL-COURT PRESS 

Basketball also uses plays, 
but compared with baseball 
and football it remains the 
most arcade-like. 

In PC games such as 
Bethesda’s NCAA Road to 
the Final Four, you can call 
offensive plays (pick and 
roll, give and go, backdoor) 
and defenses (man to man 
and zones). 

The aging and less- 
sophisticated Electronic 
Arts Lakers vs. Celtics 
sacrifices strategy for arcade 
action. Even Electronic 
Arts’ latest Jordan In-Flight 
and Team USA don’t let 
you create plays, so for now, 
basketball fans will have to 
settle for the designer’s 
default plays. 

Basketball gamers would 
have a blast with such 
creatiye capability (any 
game designers listening?), 
but for now, PC hoops 
coaches will have to ride the . 
pines. 

PULLING TOGETHER 

As sports games get more 
sophisticated, the strategic 
aspects of play are going to 
continue to improve. In the 
future, teamwork on that 
digital field of dreams is 
certain to become more 
important than ever. □ 
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From NovaLogic™, the creators 
of WOLFPACK™. ? - Bawl 


COMANCHE™ j&MUM OVERALL™ is 
the promise of^^Biulation action conie 
true! You commHrthe ultimate in 21st 
Century Attack Helicopters - the Boeing 
Sikorsky RAH -66 Comanche, not just over, 
but in and around ultra-realistic 3-0 
terrain. Can it be true? Absolutely! 
Thanks to NovaLogic's radical new 
simulation environment VOXEL SPACE™, 
which produces graphics 500 times more 
detailed than any of those tired old 
polygon graphic games. You'll dive from 
mountain peaks, dart through winding 
canyons, and roar through pulse-pounding 







combat in stunninu cloud-filled skies. 


Unsurpassed speed and maneuverability 
" Real-time fly-bys through actual terrain data 
One-minute learning curve 
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For the IBM- PC 386 
Wolfpack, Comanche, 
19510 Ventura B/vd., Stc 
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YOU ARE THERE 


DESPERATELY 
SEEKING VALHALLA 

Don’t touch that RPG! 

The history might just 
rub right off. 

By Peter Olafson 

Computer-game cate- 
gories are an incestuous lot 
— they’re always getting 
tangled up with each other 
in the MixMaster of design. 

For instance, we have 
flight simulation/strategy/ 
war games, adventure/card 
games, role-playing/arcade 
games — even some strategy 
game/databases. Is there 
anything some game 
programmer somewhere 
hasn’t tried? 

I’M A VIKING - 
GOTTA LOVE ME 

Some types, of course, 
just haven’t gotten along. 
Historical material, for 
example, is typically the 
stuff only of war and 
strategy games. (Can your 
Duke of Wellington change 
France’s Nappies ahead of 
schedule?) 

Role-playing-game 
designers, on the other 
hand, are content to invent 
their own history and 
legends out of whole cloth. 
Rarely do the twain meet. 

The last few months, 
though, have witnessed the 
arrival of an interesting 
hybrid — the historical 
role-player rooted in Norse 


mythology — with games 
like Heimdall (Virgin), 
Dusk of the Gods (Inter- 
stel), and Ragnarok (Norse- 
helm Productions). And, of 
course, there’s Darklands 
(MicroProse), set in not-too- 
distant medieval Germany. 

Let’s not debate the issue 
of how these Viking games 
trotted out in such close 
formation. For all I know, 
the guys in horned hats 
could be this year’s version 
of dinosaurs. And the 
period certainly is fertile 
ground for games. 

Norse mythology is full 
of stories to tell, missing 
objects to recover, and 
rivalries to exploit. 

To boot, the Viking 
lifestyle has a coarse edge 
that comes off well on the 
computer screen, and it’s 
a grand excuse for lots of 
fighting. When life is a 
dungeon, who needs 
dungeons? 

But it’s not that simple. 
History isn’t some cafeteria 
scoop of mashed potatoes 
to be plopped down next 
to the meatloaf. There’s the 
matter of how to use it best. 
As background? As theme? 
As substance? As a spiffy 
intro to the manual? 

ADRIFT IN DEUTSCHLAND 

The first approach — 
history as context — is 
potentially the most 
rewarding. After all, a game 
based on real life should 
ideally resemble real life in 
its workings. That’s what 
happens in Darklands. 


It’s an open, flexible 
world rather than a closed, 
deterministic string of 
events. The game just clears 
out of the way. 

The era and settings are 
anchors — a set of general 
rules and expectations — 
and you’re free to drift as 
you like within its wide 
radius, questing or resting 
or just investigating as you 
please. 

Notice I didn’t go into 
detail about the game’s 
vision of greater Germany. 
I didn’t want to push it on 
you, because Darklands 
doesn’t. 

It’s just there — a quiet 
reference point in the back- 
ground — and with time it 
becomes as natural as 1993 
is in the rest of your life. 

THINLY DISGUISED 

For some of these games, 
though, the historical 
angle seems like just a hip, 
ready-made theme that 
could be easily slapped on 
or peeled off. 

Sure, the cartoony star of 
the isometric Heimdall 
wanders through the island 
ranges of Midgard, Utgard, 
and Asgard in search of 
three god-owned weapons, 
but there’s nothing much 
to distinguish that from 
wandering through, say, 
the Norse law firm of 
Dewey, Suem, & How, 
except that this one has 
booby traps instead of 
receptionists. 

Don’t get me wrong. The 
game is fun — larger than 


life with its big animation, 
plus one of the most enjoy- 
able stats-rolling schemes 
you’ll ever see — but it uses 
Norse legend almost inci- 
dentally. 

And sure, Ragnarok has 
quests for Thor’s hammer 
and Odin’s spear (among 
others), but in its heart of 
hearts, it’s a sharp-looking, 
mouse-driven Norse spin 
on nitre-encrusted stand- 
bys like Rogue, Hack, Larn, 
Moria, and Omega. Noth- 
ing wrong with that either, 
of course — if you like 
those games, this is the 
slickest yet — but the his- 
torical stuff could come off 
with the first hard rain. 

GODS AND HEROES 

Dusk of the Gods runs in 
the other direction. This pre- 
cursor to The Summoning 
(SSI) — the two titles share 
the same game system — is 
a regular library of Norse 
mythology. You can’t get 
out the door of Idavoll 
(where the game begins) 
without an earful. 

I don’t doubt that Dusk 
of the Gods could educate 
while it entertains — and it 
does entertain a good deal 
— but it also leaves me feel- 
ing overwhelmed by the 
sheer volume of informa- 
tion. Hey, I just wanted 
to get directions to the 
men’s room, not your life 
story, pal. 

Oops — now I’ve done it. 
Yet another genre: the 
educational/historical role- 
playing game. □ 
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BLACK HOLE 

Older kids get 
the short end 
of the software stick. 

By Gregg Keizer 

Little kids are cute, 
lovable, easily distracted — 
and they’ve got a lock on 
educational games. 

There are plenty of pro- 
gram titles on the shelves 
targeted at preschool and 
elementary-aged children, 
but not long after kids leave 
fifth or sixth grade, the soft- 
ware supply starts to dry 
up. What was once a rela- 
tive tide of titles becomes a 
trickle. 

What makes this situation 
so distressing — and frus- 
trating for parents — is that 
just as a child becomes 
comfortable with the PC, 
just as he or she has the 
patience to explore more- 
complex software, the soft- 
ware disappears. 

BLAME ENOUGH 
TO GO AROUND 

Maybe it’s because we’re 
much more likely to open 
the checkbook for the new 
kid in the house. Maybe it’s 
because we push basic skills, 
hoping it will give our chil- 
dren an edge later in life. 
Maybe it’s just because 
creating less-complicated 
games for younger kids 
is easier for publishers. 
There’s enough blame to 
spread around. 



Older kids, most of them 
anyway, don’t need com- 
puter software that builds 
basic skills. Instead, they 
need solid software tools 
and enriching educational 
experiences. 

The first bunch are easy 
to find, for they’re pretty 
much the same sorts of 
programs the business 
community needs, such as 
word processors and digi- 
tal reference titles. 

CD-ROM on the PC may 
yet manage to fill the 
second set. With its huge 
storage space and its ability 
to integrate video, audio, 
and text, CDs could simu- 
late the Civil War or the 
Lewis and Clark expedi- 
tion; mimic a physics lab- 
oratory, complete with 
particle accelerator; and 
demonstrate art and liter- 
ature retrospectives that not 
only offer galleries and 
libraries, but put top-notch 
teachers on screen, too. 

THE CD POTENTIAL 

Few compact discs even 
come close to that dream, 
but some multimedia soft- 
ware does demonstrate the 
medium’s exciting possi- 
bilities for educational 
enhancement. 

A perfect example is The 
Animals, a compact disc 
from Software Toolworks. 
Created in conjunction 
with the San Diego Zoo, 
this CD serves as an elec- 
tronic animal park. 

With hundreds of static 
images, more than two 


hours of audio, a bit of 
video, and hundreds of 
pages of text, The Animals 
effectively gives older chil- 
dren a solid lesson in zool- 
ogy. It’s richer, deeper, and 
more colorful than any 
middle-school textbook. 

LIVE FOR THE MOMENT 

But you don’t have to wait 
for CD-ROM’s renaissance 
— which will eventually 
put a wealth of such soft- 
ware for older kids at their 
disposal. A few floppy- 
based titles, too, are indis- 
pensable home-learning 
environments for middle- 
and high-school-aged kids. 

SimLife is one. Though 
this newest addition to 
Maxis’ “Sim” line showed 
up first on the Macintosh, 
it should be out for the PC 
by the time you read this. 
It’s a must-have if you 
have older kids who are 
intrigued by science. 

This simulation lets kids 
mess with genetics and 
evolution and turns them 
into digital Darwins. They 
either start from scratch — 
building a world a la 
SimEarth — or play with 
one of the six ready-made 
situations included with the 
program. 

Almost everything in this 
world — from the length of 
its day to how often its 
plants and animals repro- 
duce — can be changed. 
You manipulate the envi- 
ronment with SimLife’s 
tools, which appear in a 
seemingly endless array of 


dialog boxes and menus. (If 
there’s any one thing that 
may make SimLife too 
tough for kids, it’s the 
sometimes-confusing way 
it works.) 

SCIENCE BASICS 

SimLife isn’t the only 
educational game aimed at 
older kids, of course. 
Dynamix’s science series — 
the first release has the 
catchy title Quarky and 
Quaysoo’s Turbo Science 
— is also worth watching. 

Targeted at middle- 
school kids — grades 6, 7, 
and 8 — Turbo Science 
uses a busy interface, 
animated cartoon charac- 
ters, competition, and a 
terrific manual to teach 
some science basics. 

Dynamix is also planning 
upcoming games covering 
topics such as natural, 
physical, earth, and space 
science. 

LOOKING AHEAD 

But the software selection 
is still way too skimpy. 
Game publishers who 
follow demographic trends 
already know that the Baby 
Boomers’ babies are grow- 
ing up fast. They’ll have to 
create more and better 
packages for older kids 
or risk running out of 
customers. 

If they’re smart, they’ll 
get on it today, not tomor- 
row, and fill that black hole 
with a pile of software for 
kids who don’t color with 
crayons anymore. □ 
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If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. □ Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. □ With GEnie, the possibilities are endless, the 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. □ Sign up now: I . Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX992I7, Compute 
then press RETURN 4. Have a major credit card or your 
checking account number ready. □ For more information 
in the U.S. or Canada, call 1-800-638-9636. 




STELLAR EMPEROR™ 


GEnie. 

multi-player games 

100% ORGANIC OPPONENTS 


-'corporation'' 

Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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BATTLE OF 
THE BULGE 

Solve the byte 
crunch with a 
parallel-port 
hard-disk drive. 

By Barry Brenesal 

When you bought that 
80-megabyte hard-disk 
drive a couple of years ago, 
you probably thought you 
were set for life. I know I 
certainly did. 

We were both wrong. 

BIGGER AND BETTER? 

PC programs, especially 
games, have ballooned 
dramatically in size in 
recent months. Many 
games think nothing of 
hogging 10 to 20 mega- 
bytes of space on your 
drive, and some titles, such 
as Origin Systems’ Ultima 
VII and MicroProse’s Dark- 
lands, homestead even 
more than that. 

You can sum up the 
reasons behind this Battle 
of the Computer-Game 
Bulge in two words — VGA 
and animation. 

By virtue of higher reso- 
lution and a larger number 
of colors, a VGA graphics 
file is simply much larger 
than the same image in 
EGA. 

And then the problem’s 
compounded when static 
VGA images give way to 
the multitude of pictures 


PERIPHERAL VISION 


necessary to simulate the 
movement of characters 
and objects on screen. 

Think about that the next 
time you fly the unfriendly 
skies in Dynamix’s Red 
Baron, or take a step in 
Ultima’s dread Abyss. 

Still, you don’t have to 
chuck your hard drive and 
start all over to beef up 
your storage space. 

There are ways to sup- 
plement your current disk 
drive, rather than replace 
it: high-density floppies, 
Bernoulli drives, hard-disk 
cards, magneto-optical 
drives. 

All of these options, how- 
ever, have significant draw- 
backs or take up some of 
your computer’s precious 
resources — internal slots 
and external ports. 

One solution that’s 
almost penalty free and 
resource-transparent is a 
parallel-port drive. 

Though it does connect 
via a port, seemingly con- 
tradicting my admonition 
not to eat up any PC slots 
or ports, it puts an open 
port on the back of the 
drive. One used, one 
created: It’s a draw. 

Parallel-port drives have 
other advantages, as well. 

First, they’re portable in 
the best sense of the word, 
and almost the ultimate in 
data security: You can 
remove a parallel-port 
drive easily and lock it up 
after hours. 

Second, they’re also 
simple to install and don’t 


demand that you crack the 
case of the PC. 

Third, cost is reasonable 
— typically within the $400 
to $ 1 200 range in list price, 
significantly less on the 
street. 

Fourth, parallel-port 
drives come in a range of 
size options, tailored to 
your storage needs — 
capacity stretches from 40 
megabytes all the way up to 
240 megabytes. 

Fifth, most parallel-port 
drives are both small and 
light — no longer than 8 
inches and no heavier than 
3 or 4 pounds. 

Best of all, you have 
several excellent devices to 
pick from. 

DECISIONS, DECISIONS 

Liberty Systems’ model 
50 120MB-QP (408-983- 
1127), for instance, is a 
capable performer that also 
provides an additional port 
for another SCSI (small- 
computer-systems interface) 
device. As a result, you 
potentially gain a port 
when you buy a Liberty. 

HDI’s Rodeo Drive 
Model 960 (800-488-0001), 
on the other hand, has the 
advantage of the company’s 
solid customer-support 
base, very low price ($489 
list for 60 megabytes), and 
an enclosed battery pack 
that delivers two hours of 
uninterrupted power. 

The only drawback to 
parallel-port hard drives is 
their relatively slow data- 
transfer rate, an inherent 


problem because they’re 
juicing information via the 
slower parallel-port inter- 
face. Most units perform 
competently at 20 to 30 
milliseconds — Liberty 
toward the fast end, Rodeo 
definitely on the slow — 
while internal hard drives 
typically reach rates of 12 
to 20 milliseconds. 

The single exception thus 
far is Micro Solutions’ 
Backpack (815-756-3411), 
which nearly duplicates the 
access time of a standard 
internal hard drive. 

I’ve used a Backpack, and 
I’ve seen it perform regu- 
larly in the 16- to 18-milli- 
second range when it’s 
working with a software 
disk cache. The bottom line 
is that there’s no percep- 
tible delay. 

There is this about the 
Backpack, though: To 
conserve power, the drive- 
platter motor shuts down 
after 30 inactive seconds. It 
restarts automatically as 
soon as the drive’s called 
on to access data, some- 
thing that takes about five 
seconds. 

It’s noticeable really only 
when you first load a pro- 
gram, since most games 
either access hard drives 
relentlessly (Ultima VII) or 
hardly at all (Nobunaga’s 
Ambition II). 

Want to keep buying 
bigger and better games? 
If you’re serious about 
entertainment, a good 
parallel-port drive can 
make all the difference. □ 
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BLUEMAX 486SX BUFFERS MODEMS EGA BIOS 


Insufficient 

Memory 


T o get today’s hottest computer games up and running, 
your computer needs increasingly vast amounts 
of conventional memory - the first 640K of memory 
found on nearly every PC compatible system. The same 
memory your mouse, CD-ROM and other peripherals 

compete for, as well. . 

Adding memory chips won’t help. And j 

running DOS 5 usually isn’t enough. 

What you need is 386MAX? It’s the highly 
advanced memory management software 
that recovers wasted memory on your j 

system, so it can make more memory avail- | 

able to games and other 
programs that need it. 


Best of all, it does it more easily and reliably than 
any other way. Just type “maximize” and 386MAX does the 
rest, automatically analyzing your system and configuring 
it for maximum memory and optimum performance. 
Which is why we call it The Intelligent Memory Manager. 

1 And why BYTE Magazine said “it’s so easy to 

use and offers such significant benefits that it 
should be part of every system.” 

So, if you want to play today’s most 
challenging games, but you don’t want to run 
out of memory, run out and get 386MAX. Or 

| call 1-800-676-0386 to order. At just $99.95, 

m it’s by far the best flight 

17 mmm insurance money can buy. 


Its one thing to be shot down in the middle of a game, but 
without adequate memory you’ll never get off the ground. 
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BYTE 




© 1993 Qualitas. Qualitas, 7101 Wisconsin Avenue, Suite 1386, Bethesda, MD 20814. All company and product names are trademarks 
or registered trademarks of their respective oumers. System Requirements: Any 386, 386SX, 486 or 486SX PC or PS/2, min. 256K 
of extended memory, DOS 3.0 or higher, and hard disk drive. (386MAX also supports 286 machines with Shadow RAM, or any PC 
with EMS 4.0 hardware with 256K memory. Feature availability and memory recovery may vary on these systems.) 
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Plug in an audio 
board and let 
dazzling music, 
realistic sound 
effects, and 
crisp dialogue 
blow you away. 


i 



Photography Larry Dunn 



\\^\\\'\\ 




Left to right: AdLib Gold 
1000, ThunderBoard for 
Windows, SoundBlaster Pro 
2.0, ProAudio Spectrum 16. 


IF BLASTING YOUR RETINAS WITH MEGAVOLT 

rays from the monitor just isn’t enough anymore, 
if your tympanic membranes have survived decades 
of the Grateful Dead and you keep cornin’ back to 
the front of the stage, it’s time to live life to the 
fullest. Are we talking bungee jumping? Nope — 
try multisensory computing. 

Until virtual reality offers a total-body experience, 
though, the most you can expect from your PC right 
now is an assault on just two sense organs — your 
eyes and ears (and if you overdose on either, a 
minor attack on the pain receptors, as well). For 
now, let’s focus on the sound of PC gaming. Music, 
sound effects, and dialogue are the elements that 
enhance your games most easily — and most 
dramatically. Digital soundtracks do for computer 
games what MTV did for television programming — 
add significant entertainment value. Without the 
push from MTV, we’d never have seen music inte- 


grated into programs such as Miami Vice — a blend of 
drama and music video. Without better sound, 
computer games remain in the entertainment ghetto, 
as well. A game without sound is like food without 
flavor: You get satisfaction, but something’s missing. 

A number of factors come into play as you deter- 
mine your sound needs. Money, needless to say, is 
usually critical. That’s why we'll examine four sound 
boards that, though sensational, don’t put your credit 
card over the limit. All retail for less than $350. Each 
of these boards — AdLib Multimedia’s AdLib Gold 
1000, Creative Labs’ SoundBlaster Pro 2.0, and 
MediaVision’s ProAudio Spectrum 16 and Thunder- 
Board for Windows — truly enhances your desktop 
environment. But which one’s best for you? That 
depends. Take a look at the accompanying Table 
for a comparison of major features. Then pore over 
the sections below that describe each board’s ease 
of use, compatibility, flexibility, and response when 



SOUNDS LIKE THIS 

AOC/DAC. Audiu-to-digital converter/digital-to-audiu 
converter. Chips that turn sound frequencies into digital 
information and vice versa. 

ADPCM. Adaptive differential pulse-code modulation. 
Decompression algorithm using PCM-formatted data, 
but adding compression. Compression ratio of 3:1 
converts 12 bits to 4 bits. 

AGC Automatic gain control. Allows recording with 
minimal distortion. 

Decibel Numerical expression of the loudness of sound. 

Digital audio Recorded sounds such as speech and 
sound effects played back by DAC chip. 

DMA. Direct memory access. Speeds up I/O events by 
giving peripherals access to computer memory without 
CPU intervention. These controllers are special memory- 
handling chips that relieve the CPU of the task of moving 
data bits to memory addresses. Most programs use only 
one channel at a time, but backup programs may use one 
for reading the hard drive and another to write to a 
floppy. Programs with audio can use a separate DMA 
channel for each audio channel. 

Dynamic filtering. Reduces electronic emissions from 
PC and thus noise in sound-board output. 

Interrup Instruction telling microprocessor to stop 
what it’s doing and call a specified routine. When it 
finishes the operation, it resumes the original process. 
Interrupts can be initiated by hardware or software. 

IRQ Hardware interrupt-request channels, typically 
IRQ 0 through IS, with IRQ 0 given highest priority. 
Sound boards should offer at least two IRQs. 

MIDI. Musical-instrument digital interface. 

Standardized serial interface allowing various 
synthesizers to communicate with each other. 

Pulse-code modulation. Straightforward conver- 
sion of waveforms to bits, and digital information back 
to sound waves. 

16-bit digitized format called 
CD-audio, with stereo sampling rate of 44.1 KHz. 

Synthesize; FM sounds (voices) synthesizing music, 
speech, sound effects. The greater the number of voices, 
the greater the number of possible sounds. 


you put the “rubber to the road.” When the technobabble 
gets you down, check out our “Sounds Like This” sidebar 
for a small assist in terminology. But first, let’s talk basics. 

BASICALLY SOUND 

Sounds are longitudinal air waves produced by the 
vibrations of physical objects, such as your vocal cords, a 
violin’s string as it’s plucked, or a jet engine revving up. 
They’re measured in terms of frequency (pitch) and 
amplitude (loudness); the human ear normally can hear 
sounds whose frequencies range from 16 to 20,000 hertz 
(cycles per second). Another qualitative characteristic is 
timbre , which results from overtones or harmonics 
super-positioned on the fundamental pitch of a note. 

So sound boards take on a tough task as they try to 
use digital form to reproduce sound. To achieve this, 
the device must transform the analog sound (waves), 
typically by using digital-to-analog converters (DAC) and 
analog-to-digital converters (ADC). This requires a 
sampling of the sound waves at a rate sufficient to fool our 
ears and keep us satisfied — kind of like a newspaper 
photograph or laser-printed page made up of enough 
dots to trick the eye. The more dots, or the greater the 
rate of sampling, the greater the degree of fidelity to 
the original. One common form of sampling is pulse- 
code modulation (PCM); adding compression, it’s called 
adaptive differential PCM (ADPCM). Certain filters 
enhance this process by reducing undesirable digital effects. 

Another technology bundled with sound boards is FM 
( frequency modulation) synthesis of stereophonic and mono- 
phonic sounds. An FM synthesizer chip produces 
complex musical waveforms without putting a strain on 
the computer’s processor. Most boards use an inexpen- 
sive but effective Yamaha chip containing prepro- 
grammed counters and waveforms used to generate 
sounds such as drums and strings — timbre, as well as 
melody and rhythm voices. It’s also responsible for the 
playback of MIDI (musical-instrument digital interface) files. 
The more voices (instruments or notes) played simulta- 
neously, the better. The operative word, however, 
remains synthesizer. These sounds aren’t actual record- 
ings, but computer-created sounds. 

Digitized sounds are data intensive. That’s why you’ll 
hear limited sound on floppy-disk-based products and 
greatly enhanced soundtracks on compact disc. Just as 
importantly, most sound boards process compact discs’ 
Redbook audio, giving you the stereo quality you 
expect when listening to audio CDs. 

These boards depend on two other factors as well: 
speakers as good as or better than the sound board, and 
software with soundtracks able to challenge both the board 
and the speakers. Regardless of their specifications, sound 
boards are only one part of your sound system. Connecting 
those speakers to a PC sound board is very easy — all 
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audio cards include a mini-phono plug port, into which 
you simply insert the speaker or headphone jack. (In 
fact, headphones are perhaps the best way to enjoy PC 
sound, because they not only offer high fidelity at a low 
price, but ensure privacy when you don’t want the 
family to know you’re playing games instead of working 
hard on home finances.) 

Having listened to this background noise, let’s turn an 
ear to each board. Three boards — the AdLib Gold 1000, 
the SoundBlaster Pro 2.0, and the ProAudio Spectrum 16 
— fall within the price and performance midrange, while 
the ThunderBoard is a good performer at a bargain 
price. Let’s have a listen. 

GO FOR THE GOLD 

The AdLib Gold 1000 is a multimedia audio board 
offering a unique open architecture for easy sound 
expansion. A number of hardware options are available, 
including telephone answering and voice mail, a SCSI 
interface for CD-ROM drives, and a daughter card for 
something AdLib calls Surround Sound. 

This 8-bit board combines digital-audio record and play- 
back, joystick control, MIDI, and music synthesis with a 
high level of quality. The Gold 1 000’s audio capabilities 
include two independent channels, which let the card play 
stereo or speech on one track and monophonic music on 
the other. Like the ProAudio Spectrum 16 and the Sound- 
Blaster Pro 2.0 (version 2), it uses the Yamaha YMF262 
synthesizer chip. This improved chip permits the Gold 
card to direct a single voice to the left, right, or center, 
whereas the YMF3812 (found in the original SoundBlaster 
Pro and the ProAudio Spectrum 8) must call two voices to 
direct a sound to the center. The Gold card reduces crackl- 
ing, hissing, and popping sounds at lower frequencies by 
using three separate filters for anti-aliasing, double over- 
sampling, and double undersampling. 

Unfortunately, the collection of five memory-resident 
device drivers that come with the AdLib Gold require a 
mind-boggling 200K of memory. I fiddled for hours 
trying to load them into high memory under DOS 5.0, 
but had no luck. When I tested a Knowledge Adventure 
multimedia game that offered AdLib Gold compatibility, 
it wouldn’t work without loading two of these drivers 
first; only after a long-distance call to technical support 
did I discover this. It became apparent that Knowledge 
Adventure doesn’t incorporate all the needed drivers in 
its programs. If other publishers take such a cavalier 
attitude, the AdLib Gold will require some degree of 
determination and tenacity on your part to make it work. 
A session with LucasArts’ Monkey Island II (which didn’t 
demand additional drivers) sounded great and played 
without a hitch, as did several Sierra games. 

Once you load appropriate drivers, AdLib offers several 
utilities: Juke Box Gold plays music created by the Visual 


Computer Gold music-composition program (sold 
separately); Voice Pad lets you digitize sounds through a 
microphone and play them back using a timer; Soundtrack 
Synchronization Editor lets you combine graphics images 
(PIC, PCX, GIF, TIF, and BMP formats, among others) 
with sound files, and works with the included Autodesk 
Animator Playback utility. 

Rounding out this board’s features, AdLib offers drivers 
for Windows 3.1. In today’s world, ignoring Windows 
shuts doors. While the drivers performed as well as those 
included with the other boards tested, don’t look for any 
added Windows sound utilities. 

Although AdLib almost went out of business several 
months ago, it mustered the resources to continue. With 
competition heating up, it lost a lot of market share, making 
its biggest drawback — lack of support — even bigger. To 
ensure your investment in this card, game developers must 
continue to support the board. That’s not guaranteed. 

When you compare the AdLib Gold’s specifications and 
sound quality with those of the SoundBlaster Pro 2.0 and 
the ProAudio Spectrum 16, you’ll be hard pressed to tell them 
apart; only the bundled software seems to distinguish them. 
The Gold card stands shoulder to shoulder with its peers. 

SPECTRUM ANALYSIS 

The ProAudio Spectrum 16 is one of the best 
all-around, affordable multimedia sound boards. It works 
equally well in DOS or Windows, and connects internally 
or externally to a CD-ROM drive. It’s a real improve- 
ment over the original 8-bit card: This one sports 
16-bit DAC/ADC resolution, offering real 16-bit 44-kilo- 
hertz stereo sound. The new 20-voice Yamaha YMF262 
single FM synthesizer makes this true stereo possible. 
In addition, the board uses shielded circuitry and 
dynamic filtering for low noise level and clear sound. 
And because it’s SoundBlaster compatible, your current 
game collection is secure. What’s the bottom line? The 
ProAudio Spectrum 1 6 has good specs for recording and 
playing both digitized and synthesized sound. 

Along with the basics, you get an on-board analog 
stereo mixer and a 4-watt-per-channel amplifier capable 
of pushing 4- or 8-ohm speakers. Audio mixing includes 
internal synthesizer, digital audio, CD-audio, external 
line-in, and a microphone. Also included is a full- 
duplex MIDI port for recording and playing at the same 
time. (This feature requires the optional MIDI Mate 
software package.) 

The ProAudio Spectrum 1 6 is the only board reviewed 
here that comes with a “standard” SCSI interface, which 
lets it accept most of the popular CD-ROM drives. If 
you already have a drive, it’ll probably work with this 
card (although the drive may not meet MPC require- 
ments). Check with MediaVision to make sure the card 
supports your drive. 
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The ProAudio’s also ready for Windows 3.1. Windows 
drivers (dynamic linked libraries, or DLLs) are supplied, 
and MediaVision even adds a few Windows “applets” 
(small applications) for mixing, equalizing, and timed 
fades. The ProAudio Spectrum 16 doesn’t have any 
trouble playing any sound within Windows, whether it’s 
coming from the hard-disk drive or the CD-ROM. 

But let’s not forget about good old DOS multi- 
media. MediaVision bundles gobs of audio utilities 
with the card, including Stereo Studio F/X for waveform 
sound editing, SP Spectrum for MIDI sequencing, 
TrakBlaster Pro for four-track studio sound and 
graphics mixing, Pro Speech for text-to-speech 


synthesis, Audio Mate for adding sound to DOS files, 
and a few other goodies. 

Granted, the ProAudio’s loaded with features, but 
do you have to be a NASA scientist to install it? If you’re 
not afraid of opening the PC case, and you normally 
break only one glass a week, you can probably do it. 
This installation is easier than the original ProAudio 
Spectrum’s owing to several new software tools for 
determining potential DMA (direct memory access) 
and I/O (input/ output) conflicts, and for changing 
settings with software switches. It’s very nice indeed. 

If you’re an avid PC gamer, one vexing sound prob- 
lem you'll encounter is that running a DOS title from 


FEATURES 

ADLIB 

PROAUDIO 

SOUND BLASTER 

THUNDERBOARD 


GOLD 1000 

SPECTRUM 16 

PRO 2.0 

FOR WINDOWS 

DIGITIZER 

sampling DAC resolution 

12 bits 

8 bits 

8 bits 

not stated 

sampling rates 8-bit ADC 

5 to 44KHz 

4 to 44KHz 

4 to 44KHz 

4 to 22KHz 

sampling dynamic range 

72dB 

90dB 

48dB 

not stated 

hardware compression 

3:1 

2:1 

ns 

2:1 

hardware decompression 

3:1 

2:1/3:1/4:1 

2:1/3:1/4:1 

2: 1/3: 1/4:1 

SYNTHESIZER 



. 


stereo synthesizer 

1 stereo YMF262 

1 stereo YMF262 

1 stereo YMF262 

no stereo 


0PL3 20 FM voices 

0PL3 20 FM voices 

0PL3 20 FM voices 

11 FM voices 

FM DAC resolution 

16 bits 

16 bits 

16 bits 

8 bits 

FM sound dynamic range 

96dB 

90dB 

96dB 

not stated 

four-operator FM synthesis 

yes 

yes 

yes 

no 

MIXER 



■■■■■ 


power amplification 

1.2W RMS 8 ohms 

4W/channel 

4W/channel 

2W/channel 

4-ohm speaker 





CD-audio Redbook 

yes 

yes 

yes 

no 






MIDI interface 

yes 

yes 

yes 

no 

in/out/thru 





simultaneous MIDI in/out 

yes 

yes 

no 

no 

FIFO buffer 

2 x 128 bytes 

yes 

64 bytes 

no 

FEATURES 





microphone input w/ AGC 

yes 

yes 

yes 

yes 

AdLib compatibility 

yes 

yes 

yes 

yes 

SoundBlaster compatibility 

no 

yes 

yes 

yes 

Windows 3.1 compatibility 

yes 

yes 

yes 

yes 

standard joystick port 

yes 

yes 

yes 

yes 

CD-ROM drive support 

standard SCSI 
optional kit 

standard SCSI 

Matsushita only 

no 

selectable IRQ/DMA 

programmable DMA/IRQ 

programmable DMA 

jumper IRQ 2/5/7/10 

jumper IRQ 2/3/5/7 

I/O address selection 


0 to 3/5 to 7 

DMA 0/1/3 

IRQ 2 to7/10 to 15 

DMA 1 

options 

Surround Sound $89.95 

MIDI Mate 

CD-ROM kit $39.95 
phone answering system 

no 




CD-ROM adapter kit $79.95 

warranty 

1 year limited 

3 years limited 

1 year limited 

3 years limited 

suggested retail price 

$299.95 

$349 

$299.95 

$179 


Table. Comparing features among four popular sound cards. 
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Once you've defeated alien armies, 
solved murders, and overcome curses, 
real life seems lihe child's ploy. 


Danger. Deceit. 
Triumphs. 
Tragedies. 
And always, 
the unexpected. 

The Lost Treasures of 
Infocom I & II may be just 
games. But then, so is life. Which 
is why you’ll find these two 
incredible collections indispensi- 
ble in your quest for individual 
fulfillment. Self realization. And, 
most importantly, engrossing 
entertainment. 

For those imbued with imagi- 
nation, a sense of adventure and 
mountains of determination, The 
Lost Treasures of Infocom I & 
II are a paradise of pleasure. 


Herein are contained many of the 
finest interactive entertainment 
programs ever written. 

Twenty classics in Lost 
Treasures I alone. Including five 
Zork fantasies. Mysteries like 
Deadline and Witness. Science 
fiction favorites like The Hitch- 
hiker’s Guide to the Galaxy and 
Starcross. Eleven more in Lost 
Treasures II with the likes of 
Plundered Hearts. Border Zone, 
Trinity and Sherlock Holmes. 

Ask your software retailer for 
The Lost Treasures of Infocom. 
That way the next time life 
seems a little too real, you’ll have 
some really exciting adventures 
just waiting. 


iriFoconx 




Available for MS-DOS, MS-DOS CD-ROM, Macintosh, and Macintosh CD-ROM. Visit your local retailer or call 1-800-477-3650 or 310-207-4500 to order. 

Circle 91 on Reader Service Card. 



Windows often results in silence. The only solution 
is to leave Windows and run at the DOS prompt. The 
MediaVision technical-support staff says the ProAudio 
Spectrum 16 isn’t capable of running a DOS game 
under Windows, yet The Learning Company’s DOS- 
based Treasure Cove and Treasure Math Storm do 
run from Windows (complete with sound) if you’re 
using this card. That’s confusing, to say the least. 

Once installed, you won’t be disappointed with the 
results of the ProAudio Spectrum 16. Although the card’s 
4-watt-per-channel output is adequate for small speakers, 
putting sound through a large amplifier and stereo 
speakers will blow your mind. Whether you’re playing 
King’s Quest V, Carmen Sandiego, Monkey Island, or 
Loom, this board sounds great. 

FULL BLAST 

When most PC users think of sound boards, they think 
SoundBlaster. Creative Labs’ new SoundBlaster Pro 2.0, 
with its 20 FM voices coming from the single Yamaha 
YMF262 synthesizer, maintains the line’s reputation and 
keeps pace with the newest kids on the block. 

The system includes a MIDI controller interface, 
joystick or game port, and sound-capture and playback 
functions. The half-length SoundBlaster card plugs 
easily into any 16-bit expansion slot, but the non- 
standard SCSI interface works only with a Matsushita 
CR-521 CD-ROM drive, or certain Panasonic drives 
available from Creative Labs. 

Installing the SoundBlaster seems effortless, although 
you set I/O, IRQ, and DMA with hardware jumpers 
found on the board. That’s no problem, as the docu- 
mentation delivers clear instructions, but the ProAudio 
and AdLib Gold software switches allow changes without 
opening the PC and pulling cards. Software switches 
are best, hands down. 

Along with all necessary DOS and Windows 3.1 
drivers, the SoundBlaster Pro 2.0 comes with eight DOS 
sound utilities. Voice Editor II, for instance, records, 
compresses, and edits voice files of unlimited size. One 
memory-resident program, SBTALKER, is a text- 
to-speech synthesizer, while another, SBSIM, provides a 
standard interface module for loading and unloading 
sound drivers. The latter appears more convenient and 
more versatile than AdLib’s driver management. Two 
MIDI programs (a serious MIDI sequencer and SBMIDI 
for playing MIDI and CMF files) offer some extensive 
features for amateur musicians. 

Other SoundBlaster utilities include CD Music Player, 
FM Intelligent Organ, and MMPlay, for integrating 
animation and sound. It’s a bevy of beauts. 

Creative Labs includes a MIDI Kit with the sound 
card, as well. Along with an adapter cable for your joystick 
and MIDI in and out lines, you get Sequencer Plus, a 


powerful recording and editing program from Voyetra 
Technologies. When compared with the ProAudio Spectrum 
16 or the ThunderBoard, the SoundBlaster Pro 2.0 seems 
short on Windows add-in utilities, although if you’re 
musically inclined, the MIDI extras can make up for it. 

Keep in mind that the SoundBlaster Pro 1 has only 
two-operator FM synthesis, while the Pro 2 has four- 
operator, for richer, stronger, deeper sound. When 
purchasing a SoundBlaster Pro board, the box may not 
indicate its version number. Make sure you’re buying 
the 2.0 version before you part with your money. 
Although it lacks CD-ROM flexibility, the Pro 2.0 offers 
everything you expect from a board in its price range. 

THUNDERSTRUCK 

While the ThunderBoard holds no technological edge 
on its big brothers, the price is right and its sound 
quality is respectable. If you don’t plan on using a 
CD-ROM drive and don’t demand stereo, the Thunder- 
Board is hard to beat. This 8-bit, 22-kilohertz mono- 
phonic board produces high-fidelity sound, is compatible 
with the SoundBlaster, the AdLib card, and Windows 
3.1, and comes bundled with a fistful of utilities. 

The animated, talking calendar from At Your Service, for 
example, is particularly delightful: Jeeves, the gray- 
templed talking butler, adds humor to your appoint- 
ments, phone calls, and meetings. Monologue for Windows 
offers text-to-speech synthesis, and Lotus Sound lets you 
record and play back sound files embedded and linked 
to your Windows applications. You also get a MIDI 
sequencer, a “pocket” recorder, and a waveform editor 
— a real bundle of goodies. 

Installation is almost plug and go — no memory- 
resident, memory-hogging drivers, no messy installa- 
tion — just about as simple as it gets. The board does rely 
on hardware toggle switches, however, for IRQ, joystick, 
and I/O address settings. You’re stuck with the single 
DMA 1 channel, although that’s not usually a problem. 
On a basic system, I checked the default settings and 
installed the board without a hitch. It’s ready for most 
DOS games. Installing the DOS utilities and Window 
3.1 drivers is also a snap. If you play in DOS and 
Windows, the ThunderBoard for Windows is the card 
to beat when price is everything. 

SOUND ADVICE 

Installing any of these boards is straightforward if your 
current configuration is uncomplicated. If configura- 
tion conflicts arise during installation, the ProAudio 
Spectrum 16’s friendly diagnostics and software 
switches easily beat the other boards’ tiresome require- 
ment of pulling cards and moving jumper pins. None of 
the boards is a problem if you understand a few basics, or 
have the patience and tenacity to read some good 
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documentation and perhaps call technical support for 
help. (If you call MediaVision, you’ll undoubtedly wait a 
day or two for someone to call you back; AdLib appears 
to be waiting for your calls; and Creative Labs usually 
manages same-day support.) 

It’s clear that the three stereophonic boards offer 
sound reproduction beyond a monophonic card such as 
the ThunderBoard. But you’ll probably find it difficult 
to differentiate among the ProAudio Spectrum 16, the 
SoundBlaster Pro 2.0, and the AdLib Gold. Audiophiles 
may be able to distinguish subtle differences, but when 
you select a game from your library and fire it up, you’ll 
find that all three boards perform equally well. It 
sounds as though this class is plenty good enough for the 
non-professional musical ear. 

Constellation of features, bundled software, ability to 
upgrade, CD-ROM compatibility, and cost will deter- 
mine which board’s for you. Street prices vary consid- 
erably, so shop around. One choice, of course, is 
perfectly clear: Adding an audio board is the soundest 
investment you’ll ever make in your system — not 
owning one isn’t. O 


PRODUCT INFORMATION 

AdLib Gold 1000 

SoundBlaster Pro 2.0 

AdLib Multimedia 

Creative Labs 

220 Grande-Alle East 

1901 McCarthy Blvd. 

Suite 850 

Milpitas, CA 95035 

Quebec City 

(408) 428-6600 

Quebec G1R2J1, Canada 

$299.95 

(4181 589-9676 

512K IBM PC or compatible 

(800) 463-2686 

DOS 3.0 or later 

$299.95 


640K IBM PC or compatible 

ThunderBoard for Windows 

2MB for Windows 

MediaVision 

DOS 3.0 or later 

3185 Laurelview Court 


Fremont, CA 94538 

ProAudio Spectrum 16 

(510) 770-8600 

MediaVision 

(800) 845-5870 

3185 Laurelview Court 

$179 

Fremont, CA 94538 

640K IBM PC or compatible 

(510) 770-8600 

2MB for Windows 

(800) 845-5870 

DOS 3.0 or later 

$349 


640K IBM PC or compatible 


2MB for Windows 


DOS 3.0 or later 



What Do PC Jet Jockeys Want? 


Hair-Raising Sorties 

Death Defying Maneuvers 

Heroics 

Victory 

Realism 

HOTAS™ r 

And... «■'' 



ThrustMaster 
Controls — 


WCS (Throttle) 

Used in conjunction with 
your joystick 




10150 S.W. Nimbus Ave. STE. E7 Tigard, OR. 97223 Phone (503)639-3200 Fax (503)620-8094 
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WANTED: Able-bodied men 1mm tall. No experience necessary. 
Work is dangerous, death imminent. Must be able to carry out 
orders with a minimum of joystick supervision and work gamer’s 
hours (10 p.m. to 4 a.m.). Attitude helpful. Inquire at CPU. 


here be tiny men living in your 
computer, and they’ve got tiny axes 
to grind. They’re the little people 
who do the dirty work as you go about your 
maniacal quest for power and fame. So go 
ahead and say it — say I’m omnipotent, 
omnipresent. Say I’m the boss, I’m in charge. 
Then just take over the known (and small) 
world inside your PC. 

In PC war games such as Electronic Arts’ 
PowerMonger, MindCraft’s Siege, Virgin’s 
Realms. UbiSoft’s Mega Lo Mania, and 
Interplay’s Castles II, these tiny people form 
tiny armies to obey- your every command. 

On the PC battlefield they’ll fight their little 
hearts out for you. 

Off the battlefield you can imagine that 
these short people lead their own lives, 
walking the streets of small towns, drinking 


champagne with tiny bubbles, riding on 
miniature horses, watching reruns of Little 
Rascals, shopping in mini-malls, studying 
micro-economics, and listening to music by 
Tiny Tim and Randy Newman. When they 
fill out their taxes, they must use — what else 
— the short form. 

ME AND MY ARROW 

But why tiny men? Games such as Maxis’ 
SimCity, for instance, do fine without them by 
demonstrating your decisions with cars in 
congested traffic, commuter trains transport- 
ing passengers, and buildings and houses go- 
ing up every which way. You provide your 
“sims” with jobs and raise their taxes, but 
you never actually see them. SimCity features 
a metropolis devoid of people. They'r'eTheard, 
but never seen. 
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PowerMonger's 3-D landscape teems with activity. Create 
a new world in miniature, complete with a round of daily 
activities — everything from tending sheep to waging war. 





Step back in time and into a land of elves, wizards, 
and archers. Siege’s detailed graphics images 
perfect the art of castle warfare. 


In war games such as Patton Strikes 
Back, your armies are arrows that 
show movement, direction, and status. 
Seeing them turn in hasty retreat may 
be a bit disheartening, but the battle- 
field is clean, almost antiseptic. No 
digitized little guy remains in the war 
zone, and except for the casualty lists 
— expressed in numbers, not names 
• — everything is sterile and removed. 
It’s hard to get emotionally involved 
with an arrow. (And if you did, would 
you tell your friends?) 

But take a look at the tiny, animated 
folk in a game like Siege. You actually 
see your men carrying out your orders, 
then duking it out. After battle, you 
view the scene and see their tiny 
bodies strewn across the landscape. 
They’ve paid the ultimate digitized 
sacrifice just so that you can claim 
victory and rule your puny PC world. 

All five war games featured here are 
more fantasy than reality — no tiny 
G.I.s or Germans yet. They may differ 
in execution and presentation, even 
in the broader contexts of strategy 
and plot. But they all transform you 
from mild-mannered citizen into omni- 
potent lord. If it’s power you want, 
these tiny-men games are perfect. 

ABSOLUTE POWER 

If absolute power corrupts abso- 
lutely, absolute PowerMongering 
corrupts unequivocally. This is one of 
those “play me” games that’s hard to 



put down. In PowerMonger, the ulti- 
mate goal is to use a combination of 
force and diplomacy to conquer 1 95 
territories. Your instrument is an 
army of tiny men. 

After your kingdom is destroyed by 
a catastrophic volcano, you find your- 
self adrift at sea. You and your followers 
then happen upon a land in which 
feudal lords wage war continually. 

To recapture your former glory, 
you take up arms in the 
struggle for power. 

PowerMonger cre- 
ates a miniaturized 
world — complete with 
changing seasons and 
weather that ranges from 
sunny days to pelting 
rain — with tiny 
people going about 
their daily business, 
literally making 
mountains out of 
molehills. You’ll see 
them farming, tend- 
ing sheep, inventing 
things, and prepar- 
ing for battle. And 
when armies inevit- 
ably clash, you’ll 
hear the clang of 
steel and see little 
souls ascending to 
the heavens above, 
like a scene from 
Disney’s Fantasia. 


The bulk of PowerMonger’s action 
is shown in a close-up isometric view. 
You’ll issue commands to your loyal 
captains, who carry out your orders 
with enthusiasm. You’ll organize your 
men and go on the prowl for unsus- 
pecting villages. Once you take a 
village, you can recruit soldiers and 
order them to invent weapons 
or gather food. Procuring 
military might can leave 
you vulnerable, though, 
because your men aren’t 
thinking about defense. 
You’ll be amazed at how 
your little guys can get out 
of hand. If your men invent 
near a forest, they may 
cut down too many trees, 


We’re not in Camelot anymore: Castles II takes on enemy 
knights, sniper archers, and even Holy Mother Church. 
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effectively denuding the land. (A 
great game has to be politically 
correct these days.) 

You also can sharePowerMongering 
fun over the phone lines. Two 
people can play by modem, and you 
can even add computer-operated 
tribes to the foray. The game’s graphics 
images are well done, too. Power- 
Monger is a challenging game in 
which you hold the whole world (and 
your army of tiny men) in your hands. 


Ml CASTLE, SU CASTLE 

If an ore’s home is his castle, you’ll 
need MindCraft’s Siege to serve an 
eviction notice. A game of strategy 
set against the fantasy backdrop of 
the Magic Candle role-playing 
system, Siege miniaturizes the art of 
taking and defending castles. 

During battle, your tiny soldiers 
attack and defend; archers send 
masses of arrows; and your engineers 
erect ladders to scale walls, build 
mobile bridges, pour scalding oil on 
castle attackers, and operate the 
catapult and ballista. You face ores, 
trolls, even fireball-tossing wizards. 

You watch the action from an over- 
head view of the battlefield; you can 
also zoom out to view the entire area, 
or magnify a section to 
see your tiny men fighting 
it out. To direct your army, just 
select a group of soldiers with a 
mouse click, give them the command, 


then define the area in which they’ll 
perform their task. 

Getting archers to fire, for exam- 
ple, means selecting them, showing 
them their target, then telling them 
the location at which they’ll stand to 
shoot. The archers march to that spot 
automatically and begin firing away, 
getting their points across. 

Siege demands some strategic 
thought, too. When assailing a 
fortress, for instance, you can send 
in the engineers to soften the enemy 
with the catapults and ballista, then 
attack with your infantry. If you’re 
defending, you can sneak in com- 
mando units to take out the catapults 
while you try to keep the rest of your 
troops out of range of the barrage. 

You win by fending off the attackers 
for 20 days, or by raising your flag in 
the castle and keeping it there for a 
full day. Siege features detailed 
graphics images that show catapults 
launching boulders and rocks, and 
close-up views of men in mortal 
combat. The game’s audio effects 
include chaotic sounds of battle — 
men screaming, arrows flying, boul- 


ders crashing. Siege is tremendous 
fun, and a solid war game besides. 


DEITY BASHING 

Oh, the gods must be crazy. No 
Coke bottles falling from the great 
unknown here, but in Mega Lo Mania 
a new world is about to form. And 
what does every civilization need? Its 
own god, of course. 

The perks are impressive. Not only 
do you have jurisdiction over the 
heavens and oceans, you get life eter- 
nal. But for every new planet, there’s 
competition, literally of Olympic 
proportions, to see who’s the most 
powerful and the worthiest to rule the 
land. You’ll be in a hot contest with 
three other god wannabes, vying for 
the divine right. 

It’s not easy. Each contender con- 
trols a group of followers who fight it 
out for god (you) and apple pie. 
Starting in the Stone Age (9500 B.C.) 
and working your way up to the 
present, you’re trying to conquer some 
28 islands. You’ll begin with sticks and 
stones and end up lobbing nuclear 
warheads. That’s progress. 

In Mega Lo Mania, the key 
to success is putting your tiny 
workers on the right project. Do you 
ask your limited number of men to 
invent new and superior weapons? 
Or should you form an army, then 
attack before the enemy has time to 
invent? Or maybe you should dig for 


Sticks and stones to nuclear warheads: 

It’s a 10,000-year fight for divine rights in Megalomania. 


Taxation, sickness, commerce, and the glories of war keep 
you glued to the screen as you build your empire in Realms. 
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natural resources? One may preclude 
another — if you attack, for exam- 
ple, you can’t invent. 

Once you decide to go to war, you 
must assign men to the army, equip 
them with weapons, and send them to 
a targeted sector. Your people, once 
sedate little miners and inventors, 
turn into a drooling, kick-ass mob of 
maniacs, running around like crazy, 
hurling projectiles at each other 
until the outcome is decided. Unlike 
other tiny-men war games, in which 
you make tactical decisions continu- 
ally, here you just tell your men to fight 
and off they go, kamikaze-style. 

Even with this lack of control, Mega 
Lo Mania is a curiously captivating 
game with a lot of charm. Its strategic 
aspects are in the planning stages, 
while the tactical aspects are left to 
that unruly mob on the field. The 
game features brightly colored 
graphics images and some off-the-wall 
sound effects. If you manage prop- 
erly, you may just conquer all and 
wear the title God of the Year with 
pride. Remember, just take it one 
century at a time. 

SPARTACUS FOR SHORT PEOPLE 

Not every epic’s on the silver screen, 
where actors’ noses are the size of 
watermelons and faces range as wide 


as a power sweep in the NFL. Some 
epics, such as Realms, are of truly 
tiny proportions. In this mythical land, 
where warring cities struggle for power 
and domination, you try to gain con- 
trol of an empire with an army of 
dwarfs, ores, Amazons, and humans. 

Even as you make all those micro- 
decisions — how much to tax your 
citizens and how to build your war 
machine — you must also develop 
the strategy that lets you conquer all. 
With eight worlds to take, you’ll have 
your hands full. 

Those taxes affect your cash flow as 
well as your bottom line. You’ll also 
buy land, deal with sickness, and buy 
and sell grain. But this is no SimCity 
— when the enemy attacks, it’s war. 
Alas, you’ll find that the best-laid 
plans of mice and mouse-sized men 
oft go awry. 

Each world is shown with a variety 
of cities — some are part of your 
realm, others belong to your 
enemy. A crystal ball (think 
of it as a medieval fax 
machine) informs you 
of what’s happening 
around the land. 

Some cities may be 
low on food, while 
others may be 
under siege and 


ready to fall. You can click on any 
location to see what’s happening. 

Amid the isometric landscapes 
you’ll see your various legions of tiny 
men moving and fighting. Equip your 
troops and at some point you'll go 
into full-scale battle. As in the battle 
segments of games such as Centurion, 
you watch an overview of the field 
with your forces and the enemy’s 
army on opposite sides. Once the 
battle begins, you control your tiny 
men by clicking on them and giving 
orders that range from facing to 
movement to firing. Getting to higher 
ground gives you the advantage; you 
get the best results when you attack 
the enemy from the rear, rather than 
head on. You can also position troops 
in different formations during battle. 

Realms may be easy to play, but the 
manual should offer more information. 
This game’s graphics 




PRODUCT INFORMATION 


Castles II 

512K IBM PC or compatible 

PowerMonger 

640K IBM PC or compatible 

Interplay Productions 

CGA, EGA, VGA, 

Electronic Arts 

DOS 3.3 or later 

17922 Fitch Ave. 

Tandy 16-color 

P.0. Box 7578 

EGA, VGA, Tandy 16-color 

Irvine, CA 92704 

supports joystick, keyboard 

San Mateo, CA 94403-7578 

supports AdLib, Roland 

(714) 553-6655 

mouse recommended 

1415) 572-2787 


S59.95 

supports AdLib, SoundBlaster 

S49.95 

Siege 

640K IBM PC or compatible 


640K IBM PC or compatible 

MindCraft Software 

12MHz or faster recommended 

Mega Lo Mania 

16MHz or faster recommended 

2291 205th St. 

EGA, VGA 

UbiSoft 

EGA, VGA 

Suite 201 

supports AdLib, AdLib Gold, 

1505 Bridgeway 

requires hard-disk drive 

Torrance, CA 90501 

ProAudio Spectrum, 

Suite 105 

mouse recommended 

(310) 320-5215 

Roland, SoundBlaster, 

Sausalito, CA 94965 

supports AdLib, Roland LAPC, 

S59.95 

SoundBlaster Pro 

1415) 332-8749 

SoundBlaster 

640K IBM PC or compatible 


S49.95 


12MHz 286 or faster 

Lemmings 

640K IBM PC or compatible 

Realms 

VGA 

Psygnosis Ltd. 

EGA, VGA 

Virgin Games 

requires hard-disk drive, 

29 St. Mary's Court 

supports AdLib, SoundBlaster 

18061 Fitch Ave. 

mouse 

Brookline, MA 02146 

joystick or mouse recommended 

Irvine, CA 92714 

supports AdLib, Roland, 

1617) 731-3553 

hard-disk drive recommended 

(800) 874-4607 

SoundBlaster 

S49.99 


S39.99 



36 • PCGAMES MAGAZINE 



THE CITIZEN KANE 
OF TINY MEN 

Can't you just hear your mom 
saying, "If all your friends jumped off 
a cliff, would you do it, too?" Well, 

Psygnosis' popular LEMMINGS, the 
Citizen Kane of tiny-men games, fits 
this statement to a tee. These ever- 
so-dumb, but ever-so-cute, little 
fellas follow each other to certain 
doom if you don't intervene. 

Your goal in this arcade game is 
to see a group of tiny green-haired 
Lemmings to safety. Obstacles include treacherous cliffs, fire, bottomless pools, 
and an assortment of devices designed to terrorize the little guys. 

You guide them safely through each level by using your creativity and your logic to 
recruit some of them for productive chores. For example, you can turn one Lemming 
into a blocker to keep others from going into unsafe areas. Still other Lemmings can 
dig holes or tunnels, build bridges, walk on walls, and jump from high places. Once the 
path is clear and safe, you can remove the blockers and let the Lemmings rip. 

Lemmings features scenario after scenario, and it takes considerable powers of 
deduction to figure each one out — there's often more than one solution. It's an 
unusual free-form environment in which you're free to try almost anything, anywhere 
— a quality that makes Lemmings refreshingly different and obnoxiously addictive. 

— W.K. 



Those little green-haired tykes are 
so cute you’ll be hooked on 
Lemmings forever. 


images are done in a dark and fore- 
boding style that lends a cold, 
medieval feel. Realms delivers some 
first-rate entertainment, yet plenty of 
strategic action, too. 

SERF’S UP 

Few things conjure up images of 
valor, honor, and magic the way 
castles do. Interplay’s Castles II 
brings the socioeconomic, political, 
and military aspects of the Middle 
Ages to the PC. This isn’t some 
“SimCastle”-type rip-off, with sim- 
kings and simserfs, but an involved 
strategy game with management, 
political intrigue, and tactical battles. 
There’s a lot to do here. 

In the land of Bretagne, the King 
has died, and the result is feuding 
among factions bent on claiming the 
kingdom as their own. You’ll start with 
your own plot of land, a few soldiers, 
some gold pieces, and food. Yes, 
you’re humble at first, but you aspire 
to one day own and wear that crown. 

In the main section of the game, 
tasks are everything. You’ll gather 
natural resources, recruit soldiers, or 
scout adjoining areas. 

It’s not such a beautiful day in 
the medieval neighborhood. You’ll 
struggle, as will your neighbors, to get 
ahead. Conflicts arise, and every leader 
tries to seize land to expand his own 
domain. The Pope also plays an impor- 
tant role. After all, he’s the only one 
who can nominate you for King. 
Because Bingo hasn’t been invented 
yet, the Church raises hinds by solicit- 
ing indulgences — money you pay out 
so that your past transgressions are 
overlooked. Needless to say, it doesn’t 
pay to attack Church-owned land. 

Your point totals drive Castles II. 
To attack, for example, you’ll have 
to have at least two military, one iron, 
and three happiness points. When 
you attack an adjoining territory, you 
finally see tiny men. Different classes 
of soldiers have varying abilities and 
strengths: Knights wreak havoc on 
open ground, but are hindered in the 
woods, for example, while archers 
hiding in trees are at an advantage. 


Click on your soldier, then tell him 
where to go and what to do. The key 
is to use the terrain and your soldiers’ 
abilities wisely. Once you establish a 
few territories, you’ll want to build a 
castle to protect your realm. You use 
castle parts to lay out the floor plan, 
then order your men to build it. Once 
castles are finished, the game features 
siege-and-defense battles. 

If you’ve always wanted to rule your 
own domain King Arthur-style 
from the confines of a dank 
castle, if you want to deal 
with medieval politics and 
economics, Castles II takes 
you back to the days of 
old, when knights were 
bold, and computers 
weren’t even invented. 

TINY, TOUGH, 

andVouchy 

These tiny men may be 
small, but they’re tough and 
they take nothin’ from nobody. 


Hold a magnifying glass over them 
(come on, I dare you) and they’ll 
probably kick you in the toe. (They 
have short tempers and little patience.) 
But just try walking a centimeter 
in their shoes — imagine working 
for an egotistical, power-seeking 
computer gamer. 

All the PC’s a stage, and a strategic 
testing ground to boot. You have a 
limited army of tiny guys 
with whom to take over 
the world and, as usual, 
the decisions are yours. 
Do you go for the quick 
attack with little 
weaponry, or do you 
wait to invent superior 
weapons, then attack? 
Whatever you do, 
these tiny men work 
for you. With a digital 
war game on your 
hard drive, it really 
is a small world 
after all. □ 






VJi JUrJA] 


A TALE OF TWO PLATFORMS 

OR HOW I STOPPED WORRYING 






F ridays are good days. No, cancel 

that — they’re great days. The work 
week ends, you get paid, and the PC 
game dealer who supports your habit gets his 
shipments in — what a happy convergence. 
You nip into the shop on the way back from 
lunch and do your retina scan of the shelves 
— not looking so much at specific boxes as 
for changes in the color spectrum. Bells ring 
— something dark and different here, over on 
the right — and you look more closely at the 
names: Domark, Gremlin, Renegade, Image 
Works, Core Design. Strangers all. Who are 
these guys? What’s going on here? 


It’s a strange, but necessary, way to begin a 
story about PC games, for this particular tale 
has its roots overseas, where Commodore’s 16- 
bit Amiga still holds court. 

This tale of two computers is about 
European imports — those exotic visitors 
from abroad who have been turning up in 
increasing numbers on our shores. The British 
have invaded once again — without any “yeah, 
yeah, yeah” to alert us this time — and they 
want to take up space on your hard drive. 


By PETER OLA^SON 


Illustration by Jeanette Adams 



Heimdall, from Virgin Games, originated in Europe 
as an arcade/role-play hybrid. 


Indeed, it’s a fair cop they already do. (Read the 
small print on the last page of the docs of that new 
game, eh?) 

A bit of background first, lad. You probably haven’t 
considered it much — we rarely study closely those 
things closest to home — but the great majority of 
games for the IBM PC and its clones are produced at 
home. That’s the technology’s home base, after all, 
and the rest of the world looks to the U.S. for most 
of its games, just as it looks to us for movies. Open up 
one of England’s big IBM entertainment magazines, 
such as PC Review, and you won’t see Trevor McGough’s 
Arcade Meat-Pie Eating Contest or Virtual Reality 


Silly Walks, but games like Ultima Underworld and 
Falcon 3.0. That’s not likely to change. 

The story’s quite different with the Amiga. 
Commodore may be based in West Chester, 
Pennsylvania, but its clever child has never caught on 
here in quite the way its manufacturer intended. It’s 
now a niche machine in a niche market, and in the 
PC’s giant shadow. Most American games are 
released for the PC first, and only later translated to 
the Amiga, if they’re released for the Amiga at all. 

In Europe, the situation’s the opposite. Most games 
are released for the Amiga first, then imported to 
the IBM (a somewhat easier process than the 
reverse). And there are scads of Amiga games, for the 
European market has proved to be the Amiga’s 
salvation. An all-in-one 16-bit machine at a modest 
price — namely, the Amiga 500 — was immensely 
welcome, and eventually caught up to and then 
surpassed the Atari ST. Europe accounts for as much 
as two out of every three Amigas sold, making it the 
King of the Hill that 80386-based machines are here. 

Conversely, the IBM PC started out well down the 
ladder in the mid-’80s. The technology was primitive 
by today’s standards (80286 machines were high 
end), sound was nonexistent unless you fancied 
irritating beeps, and colors were limited. And it was 
expensive. (It’s still expensive in this smaller IBM 
market; in a survey of 15 486s published in a recent 
issue of England’s PC Format, average price was 1330 
pounds — about $2500.) You had to come to grips 


BEST OFF THE BOAT 


Here are five European 
games to keep your viddies 
peeled for, mate. 

ROLE-PLAY 

LEGENDS OF VALOR (US: SSI/Europe: 
U.S. Gold). Wow. This massive RPG from 
the designer of Virgin’s Corporation is 
essentially an Ultima Surfaceworld: 
smooth scrolling, bit-mapped walls, a 
vast city to explore, and lots of folks to 
chat up and insult. It’s all in a smaller 
graphics window than Underworld's, 
but with Wolfenstein 3-D-like detail. 

You can even look through the windows. 

ARCADE 

GODS IUS: Konami/Europe: Renegade). 
Who says you can't play arcade games 
on an IBM? Well, me, maybe, until I saw 


this gorgeous confection from England's 
Bitmap Brothers. It’s a not-so-well 
disguised Super Mario Brothers game. 
Lots of secret areas to puzzle out and 
odd beasties to send to hell. 

SIMULATION 

WORLD CIRCUIT (US & Europe: 
Microprose). Impending at this writing. 
Haven't seen it yet — want to very badly. 
This glorious Formula One racing game 
took the Amiga world by storm for its 
speed, detail, and in-the-thick-of-it feel. 
There's no reason why any of that 
should be lost in the move to the PC. 

ADVENTURE 

LURE OF THE TEMPTRESS (US: Konami/ 
Europe: Virgin). LucasArts, watch your 
back — here comes competition. This 


delightful animated adventure makes 
you think of games like Monkey Island. 
It's not as funny, but commands are 
more sophisticated. 

OTHER STUFF 

VIRTUAL REALITY STUDIO (US & 
Europe: Domark). And now for some- 
thing completely different: a game maker. 
The scrolling filled-polygon adventure had 
already grown rather quaint when Ultima 
Underworld shook things up last year, 
but making up games ourselves always 
seemed out of the question for the rest 
of us. No longer — this versatile and 
cleanly designed engine from Incentive 
Software (the folks behind Castle 
Master, Dark Side, and Total Eclipse) 
places it well within our grasp. Look 
for VRS II in early '93. 
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with an operating system up close and personal, and 
even as Intel’s processors grew more powerful, the 
machine needed Windows to do what the Amiga 
does out of the box. And you were always having to 
add something to the PC — a game card just to 
connect a joystick, a sound board, a better monitor. 
With all that against the PC, it’s easy to see why 
machines like the Amiga and the Atari ST enjoyed 
prominence abroad for so long. 

Over the last couple of years, however, that 
balance has begun to shift. With prices of 386 
machines dropping, a wealth of superb game soft- 
ware coming out of the U.S., and the technology of 
the standard Amiga not moving significantly ahead, 
the PC has been gaining ground rapidly abroad. 
The PC is typically credited with a European market 
share of around 15 percent these days, passing the 
ST and beginning to vie with the Amiga. More and 
more European games are announced as Amiga/ 
IBM, IBM/Amiga, or, occasionally, IBM first or IBM 
only (as in the case of Infogrames’ role-playing title 
Eternam). Observers suggest that within the next 
two years the PC will equal or supplant the Amiga. 
Wars will be fought, diplomats will bicker, but Big Blue 
seems on track to become not just a national 
staple, but a worldwide standard. Scary — and exciting. 

THE UNINVITED GUEST 

The upshot of all this is that there’s a substantial 
reservoir of European-made games — either already 



Spacewrecked, a sci-fi role-play adventure, offers an addictive 
encounter with alien forces. It’s distributed here by Konami. 


available for the IBM, pending, or transferable 
between platforms. So it’s no surprise that the U.S. 
market is seeing a sizable infusion of software from over- 
seas — one that shows no sigs of abating anytime soon. 

Indeed, it’s not exactly a new phenomenon, but it 
is one that seems to have intensified over the last 
year or so. For instance, England’s Psygnosis — best 
known for its Amiga releases — started bringing out 
PC games here in the late 1980s. Solid stuff, too, 
but America didn’t sit up and applaud immediately; 
games like the difficult shoot-’em-up Blood Money, 
the science-fiction platform game Stryx, the filled- 




Gods 

Konami Inc. 

SOQ Deefield Parkway 
Buffalo Grove, IL 60089 
(708) 215-5100 
S39.95 
640K 

DOS 2.1 or later 
12MHz recommended 
EGA, MCGA, VGA 
requires hard drive 
joystick optional 
supports AdLib, Roland, 
SoundBlaster 

Legends of Valor 
Strategic Simulations 
S75 Almanor Ave. 

Suite 201 

Sunnyvale, CA 94086 
(408) 737-6800 
$59.95 
640K 

256-color VGA 


requires hard drive, 
mouse, keyboard 
supports major 
sound boards 

Lure of the Temptress 
Konami Inc. 

900 Deefield Parkway 
Buffalo Grove, IL 60089 
(708) 215-5100 
S49.95 
640K 

□OS 2.0 or later 
10MHz recommended 
256-color VGA 
requires hard drive 
mouse recommended 
supports AdLib, Roland, 
SoundBlaster 

Virtual Reality Studio 
Domark 

1900 South Norfolk St. 
Suite 202 


San Mateo, CA 94403 
(415) 513-8933 tech 
(800) 245-7744 orders 
$89.95 
640K 

CGA, EGA, VGA 
hard drive, 
mouse recommended 
supports AdLib 

World Circuit 

MicroProse Software 

180 Lakefront Drive 

Hunt Valley, MD 21030 

(410) 771-1151 

$59.95 

640K 

386 

VGA 

requires hard drive 
joystick recommended 
supports major 
sound boards 


Legends of Valor, from U.S. 
Gold and SSI, features Ultima 
Underworld-style adventuring. 


Gods, from Bitmap 
Brothers and Konami, 
delivers plenty of stylish, 
frantic arcade excitement. 
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The Cold War heats up: East and West battle it out in 
Birds of Prey, developed in Europe by Argonaut 
and distributed in the U.S. by Electronic Arts. 



Maneuvers are easy in MiG-29 Fulcrum, thanks to a 
simplified cockpit display. This one’s from the U.S. 
office of Domark, a British publisher. 


polygon adventure Infestation, and the puzzler 
Never Mind never really took off. The PC market 
is this country is tough to crack “unless you have a 
really good game or a lot of marketing muscle,” 
says one insider at Psygnosis. 

For Psygnosis, that “really good game” is the 
celebrated arcade/puzzler Lemmings — released 
in 1991, three months after the Amiga version. To 
date, the PC version has sold more than 100,000 
copies in the U.S. alone. Psygnosis followed up with 
the strategy game Atomino, the arcade/role-playing 
game Obitus, and the track-and-field title The Carl 
Lewis Challenge — this last its first simultaneous 
Amiga/IBM release. Creepers, developed on the 
PC, will come out first on that platform, and 
Lemmings II is slated for mid-February release 
alongside the Amiga version. Psygnosis is clearly 
committed to developing for the PC. 


It’s a simple reality. “That’s where the American 
market is,” says Phil Sandock, Pysgnosis’ marketing 
manager. “We’re Psygnosis North America, and if 
we’re going to sell in this market, we have to sell 
PC.” And companies here often find it more cost- 
effective to buy the rights to distribute a completed 
European game — or an easily translated one — 
than to shepherd something through development 
from scratch. Let’s look at a sample of the stuff 
that’s seen release already or will soon. 

EUROPEANS IN DISGUISE 

Konami has moved heaven and earth to bring 
over prime European games — inking distribution 
deals with Old World developers such as Image- 
Works, Gremlin Graphics, and Renegade. Its Euro- 
releases to date include Bloodwych, a two-player 
Dungeon Master-style game; Killing Cloud, a flight- 
sim/strategy combo set in a San Francisco shrouded 
in poisonous vapor; Speedball 2, a futuristic 
Rollerball- meets-lacrosse; Team Suzuki, a filled- 
polygon motorcycle racing game; Riders of Rohan, 
a war game drawn from Lord of the Rings; Space- 
wrecked, a science-fiction role-playing game; Plan 
9 from Outer Space, a graphics adventure based 
one of the worst movies ever made; and Lure of 
the Temptress, a delightfully elaborate animated 
adventure with an object-oriented command system. 
Sometime in the first quarter of 1993, it hopes to 
bring out Bitmap Brothers’ arcade/role-playing 
extravaganza The Chaos Engine. 

SSI has already brought over U.S. Gold’s fantasy 
adventure Shadow Sorcerer — a follow-up to its 
earlier Heroes of the Lance and Dragons of Flame. 
The publisher has also imported Millennium’s 
arcade/strategy game Steel Empire — renaming it 
Cyber Empires in the process. At press time the 
company is also promising Legends of Valor, an 
Ultima Underworld-style game, but with greater 
detail and both indoor and outdoor settings, this winter. 

Electronic Arts, with a whole division overseas, 
has released Populous and Powermonger from 
England’s Bullfrog, and Birds of Prey from 
Argonaut. In addition, by the time this appears 
we’ll probably all be playing Risky Woods — a very 
Sega Genesis-like arcade confection. 

Mindscape, which also has a UK division, has 
brought over Four Crystals of Trazere (known as 
Legend in Europe) and just recently a vast role- 
playing game called Captive. 

Interplay’s imported the graphics adventures 
Future Wars and Operation Stealth (here called 
James Bond: The Stealth Affair) and the arcade 
adventure Out of This World — all from France’s 
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Delphine label. We can also probably expected it will 
handle the follow-up to Out of This World, a game 
called Flashback. U.S. Gold has brought out Cruise 
for a Corpse and the mammoth arcade game 
The Godfather, among others, but has since gotten 
out of the floppy business on this side of the pond. 

Domark, an English company, has opened a U.S. 
office and released a slew of titles: Virtual Reality 
Studio, Tengen’s Arcade Hits, MiG-29 Fulcrum, Pit 
Fighter, and Super Space Invaders. At press 
time, the company was also slated to release Virtual 
Reality Studio II in January. Even Sierra On-Line, 
which has long looked eastward for its imports (in the 
form of two Thexder games), is distributing the 
puzzle game Gobliiins from France’s Coktel Vision 
label, and may have released a sequel as well by the 
time you read this. 

MicroProse’s U.K. division regularly disgorges a 
host of titles, with this year’s crop including B-17 
Flying Fortress, Special Forces, ATAC (fighter 
planes just say “no” to drugs), the Formula One rac- 
ing game World Circuit, the golf game Greens, 
and its haunted-house game Legacy. Accolade’s 
scary role-play lineup — the two Elvira games and 
Waxworks — come from a British development 
house called Horrorsoft. Smaller companies such 
as Texas’ RAW Entertainment — best known for its 
war games — are going to the well as well; RAW’S 
brought over Spoils of War and Ugh!, an arcade 
game. Need more? They’re out there everywhere. 

MADE IN THE U.S.A. 

Not all PC games from Europe turn up in U.S. 
stores. There’s a burgeoning market for imported PC 
games that haven’t yet found a domestic sponsor. 
Ever seen Pandora’s Xenoinorph, Silmaril’s Ishar, or 
Ocean’s Wizkid? Thought not. Some companies go 
against this grain, and, oddly enough, Virgin Games 
— ostensibly a British publisher — is one of them. To 
look at its catalogue of recent and planned releases, 
you’d think it would be the perfect example of the 
assimilation of European software into the U.S. 
market; the smooth-scrolling RPG Corporation, the 
spying-murder-and-dirty-tricks fest Floor 13, the 
simulations Shuttle and Thunderhawk, Dune, the 
quest games Realms and Overlord, the arcade/role- 
playing game Heimdall, the graphics adventure 
KGB, the flight sim Reach for the Skies, Legacy of 
the Necromancer, and beat-’em-up Double Dragon 
III are all of European origin. 

So — you don’t like European games, eh? “We 
weren’t doing any [games] here,” says Seth 
Mendelsohn, who handles marketing and public 
relations for Virgin. “The company used to be run 



Out of This World, an arcade adventure from the 
French company Delphine and marketed here by Interplay, 
sports a unique cinema-slick look. 


out of the U.K. office. We were a lot smaller here, 
and the products were there and they were done 
and available, and we just took them.” 

Indeed, up until about two years ago, some 75 
percent of Virgin’s product line came from the U.K. 
Since then, the division that handled distribution of 
Sega products in Europe was sold to Sega, and Virgin 
itself acquired Westwood Studios, with the result that 
the company is now effectively based in the U.S. and 
more focused on internal projects, such as Legend of 
Kyrandia and new versions of Monopoly. 

Virgin has discovered that many European games, 
with a few exceptions like Dune, don’t make it big 
here. “People in Europe have different ways of play- 
ing,” Mendelsohn says. “I think, when they buy a 
game, that they play it until they finish it. Here it’s 
if they like it, they play it. If not, they just turn it 
off. European games are definitely scaled a lot harder, 
because they know players are going to play it. Here, 
they try to get you in quicker.” 

That wasn’t the only problem. The inherited 
Amiga palettes were sometimes closer to EGA than 
the VGA standard. The sound wasn’t always up to 
snuff, either. And arcade elements, which are preva- 
lent in Europe, tend to not go over well with 
American PC gamers. 

“It’s always been more acceptable in Europe to 
have lesser quality,” Mendelsohn adds. “A little bug- 
gier, a little messier. You could get away with a little 
more.” Mendelsohn expects the PC will overtake 
the Amiga in Europe after Christmas, and that as 
development turns increasingly in that direction, 
quality will improve. 

HOWTO SPOT A EUROPEAN 

So who are all these critters, and why are they 
knocking on our disk-drive doors? 


FEBRUARY/MARCH 1993 ■ 43 



Team Suzuki, a filled-polygon motorcycle racing game marketed in the 
U.S. by Konami, brings speed and 3-D animation to your PC screen. 


The “why” we’ve already explored. As for the 
“who,” they’re not all that different from their 
American cousins — though more soccer games 
probably turn up in Europe in a month than appear 
here in a year. VGA is becoming standard Over 
There as it is Over Here (though you don’t have to 
go back that far to find EGA games). Games 
install on your hard disk and typically support 
sound boards (though it’s more likely to be AdLib 
than SoundBlaster Pro 2 at this point). Games like 
Ocean’s Hook (based on the Spielberg movie) are 
very clearly influenced by animated adventures 
such as LucasArts’ The Secret of Monkey Island. 
MicroProse UK’s Greens (mentioned above) offers a 
very accessible game of golf. Millennium’s Global 
Effect (distributed here by Electronic Arts) and 
Gremlin Graphics’ Utopia (Konami) both owe much 
of their inspiration to titles like Maxis’ SimCity. 

And yet there are some differences. General- 
izations are always a bit dangerous — you just know 
there’s going to be one game that flips them all 
on their backs like tortoises — but let’s make take 
a risk and make a few. 

These games, born in the bosom of other 
machines, preserve some of the identity of their 
parents. They tend to be smaller than the average 
domestic title (usually hovering around 2 or 3 
megabytes), doubtless because many of them were 
designed to be played from floppy disk on Amigas 
— the basic European configuration of which is 
still a one-drive, 512K machine. 

Certain types and styles of games are especially 
popular in Europe. Europeans, for instance, love 
games made from movies. There are a large 
number of look-down-from-an-angle (isometric) 
games, the kind that make you feel as though you’re 


peering down from a low-flying plane. First-person 
role-playing games a la Dungeon Master are every- 
where. (That may be a little tough for us to grasp, 
since the game only just turned up on the PC. But 
in Europe, it arrived long before what-you-see-is- 
what-you-get games hit the PC in such packages 
as Eye of the Beholder.) And look for a run of 
Lemmings-influenced puzzle games. 

Then there’s the arcade issue. Arcade games 
aren’t exactly plentiful on the PC. By and large, 
they don’t do well, and, by and large, the PC doesn’t 
do them well. (A lovely exception is the PC 
version of Bitmap Brothers’ Gods, distributed by 
Konami). And here’s the rub: Much of European 
output is devoted to arcade games — no doubt 
because they play particularly well on the Amiga. It’s 
unlikely, for instance, that Psygnosis will port its 
celebrated Shadow of the Beast trilogy to the PC 
simply because of the potentially heady technical 
requirements — a 386DX running at about 33 
megahertz. 

European games are also quirkier in some 
respects — more prone to do something slightly out 
of step or curious. That’s not a complaint, just a 
statement, as the quirks are often delightful. In 
Virgin’s Floor 1 3, for example, we get cryptic advice 
from creatures that look like nothing so much as 
Egyptian pharaohs. In Domark’s Shadowlands, 
you click on specific body parts on character out- 
lines at the bottom of the screen to give orders. 
And while a light source is only a light source in 
many role-playing games — keeping wherever 
you’re at visible — here a flickering, wavering circle 
of light, shaded at the periphery, follows the torch 
bearer. Step out of the circle, and you’re in utter 
darkness. Foreign games are also a bit more ragged 
around the edges — less likely to identify your 
hardware during installation, more likely to 
under-explain a given feature in the manual. 

And to a certain extent, they’re just different. 
There’s no other way to put it. They have a subtle 
accent, a personality, a cultural aura, an overall 
“feel” that’s perhaps more around-the-edges than 
substantive, and better sensed than described. 
Playing a good European game can make you feel 
as though you’ve just awakened in a foreign city. 
You feel it behind your eyes, on the back of your 
tongue, and on the short hairs of your neck. The 
game is from someplace else, and, for a time, it 
takes you back with it. 

It’s a matter of personal taste. It’s the old Monty 
Python argument: Some people love English 
humor, some just don’t get it. What can I say? 
Blame it on the Amiga. □ 
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Baseball. 


a Hard Ball III zooms in on the bang-bang plays 
Five camera angles cover the entire ballpark. 
Watch instant replays and save the best for 
your own personal Highlight Reel. 


We Play 
Hardball 


PRESENTING THE ALL-NEW HARDBALL III 


HardBalllll 
plays textbook “ team 
effort” defense. The strongest 
fundamentals in the game. Outfielders back * 
up one another and infielders act as cut-off 

men, coming out to take the throw. 


a Hard Ball III leads off with digitized players 
and 256 color VGA graphics. Nobody beats this 
double play combo. Visuals as eye opening as a line 
drive up the middle. Animation as smooth as a 
Gold Glove shortstop. From fresh mowed grass 
to ivy covered walls, details that capture 
The Show. 


HardBall III tests each hitter’s power with eight 
real ballparks. Famous fields from both major 
leagues. Your catcher may have just enough pop 
to put it out of Chicago’s "friendly confines;’ but 
can he go deep in Toronto? 


a HardBalllll takes a full cut at major league realism. A power line-up that includes printable stats, standings and 
box scores; the ability to import data from HardBall //," Earl Weaver ll m and Tony LaRussa™-, plus aTeam & Player Editor 
that allows you to alter everything from team logos to a player’s ability. 


best play-by-play man in the business. Network 
broadcast great Al Michaels joins the HardBall 
III Team up in the booth, with a digitized 
description of all the action. 


▲ HardBall III thrusts you into the heat of a pennant 
race. It's a 162 game, major league season - complete with 
road trips and an all-star game. Compile good numbers 
along the way and maybe you'll make the roster. 

The only computer game with Hall of Fame credentials. You don’t 
outsell every baseball title in history by standing pat in the 
off-season. New HardBalllll redefines computer baseball once 
more with real play-by-play announcing; unprecedented graphics, 
realism and playability; plus more of the authentic baseball 
nuances that serious fans want in a simulation. More runs. 

More hits. No errors. 

To order, visit your favorite software retailer or call 
1-800-246-7744. 


The best in entertainment software.™ 


Play-by-play announcing requires 2MBof RAM. Actual game screens from IBM PC VGA version of the game. Other versions may vary. HardBall III, HardBall II and HardBall! are trademarks of Accolade, Inc. Earl Weaver II is a 
trademark of Electronic Arts. Tony LaRussa is a trademark of Strategic Simulations, Inc. All other product and corporate names are trademarks and registered trademarks of their respective owners. © 1992 Accolade, Inc. All rights reserved. 
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POOR FAIR GREAT 

Games are rated on the basis of graphics 
and sound quality, playability, and ease ol 
installation within their genres. Scores are 
listed at the end of each review and are 
recapped below, following descriptions. 

€3 NFL VIDEO PRO FOOTBALL 

A coaching sim with digitized motion video. 7 

O STAR CONTROL II 

Part arcade, part role-play, but all science fiction. 6 

O WAXWORKS 

An RPG with lots of blood and gore. 5 

<3 MICROLEAGUE ACTION 
SPORTS SOCCER 

No strategic thought, plenty of arcade action. 5 

<3 SPELUAMMER 

An RPG that takes you sailing through space. 6 

O THE ANIMALS 

A richly entertaining multimedia trip to the zoo. 8 

O AMAZON: GUARDIAN OF EDEN 

An RPG that takes you to the heart of the jungle. 8 

<3 AIR BUCKS 

An airline sim for Howard Hughes wannabes. 6. 

<3 CARRIERS AT WAR 

A WWII sim that focuses on naval strategy. 7 

<3 V FOR VICTORY BATTLESET 1: 

D-DAY UTAH BEACH 

An in-depth, but not burdensome, war game. 7 

<3 READING ADVENTURES IN OZ 

An edutainment program based on a classic. 6 

® REBEL SPACE 

An on-line galactic challenge. 7 

<3 TAKE-A-BREAK! CROSSWORDS 

A new medium for puzzle fanatics. 7 

€3 HARPOON DESIGNERS’ SERIES: 
BATTLESET ENHANCER 

An add-on for serious war-game enthusiasts. 5 


NFL Video Pro Football combines coaching strategy 
with digitized action from the NFL film archives. 


NFL VIDEO PRO 
FOOTBALL 

By Brad Dixon 

Twenty-three seconds on the clock. 
Fourth quarter. It’s a Cinderella story. 
Your team has the ball on the oppo- 
sition’s 37-yard line and you’re down 
24 to 20. It’s third and 8. You’ve got 
time to run two plays before time runs 
out, and only a touchdown will do it. 
What’s the call, coach? 

In NFL Video Pro Football, this 
scenario (and any number of other 
nerve-wracking situations) will 
confront you every time you load the 
game. With all those weeks of arm- 
chair quarterbacking under your belt, 
it’s time to test your mettle. 

NFL Video Pro Football combines 
sharp and colorful computer-graphics 
images, digital sound, digitized 
motion video, and football savvy that 


will challenge even the most ardent 
fan. This game will keep your spirit 
mesmerized, your heart pumping, 
and your mind racing. 

FIRST AND TEN 

NFL Video Pro Football is a hard- 
drive hog — it takes up more than 
22 megabytes. So if you’re short on 
PC storage space, you may not even 
get out of the locker room. 

If you do make it out to the field, 
you'll appreciate the package’s inter- 
face, which lets you use the mouse to 
do things such as pick the players and 
check the stats. If you play against a 
human opponent in a two-person 
contest, someone has to use the 
keyboard. 

Teams and rosters are found on the 
Newspaper screen, where you also 
begin play. From there, you head to 
the Studio , where 1 4 video monitors 
are displayed on screen, each repre- 
senting one of the contests scheduled 
for the day. 
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Unbeatable / 



Your favourite game has never been more 
exciting. NOW! With the Sound Galaxy 
NX Pro, bring yourself to new heights! 


Sensational sound effects with 4 watts 
to power your speakers or 
headphones! 

With a flood of multimedia, 
education, entertainment and 
other new age software, you 
the full power of sound; you 
need Sound Galaxy NX Pro! 


Get one today!! 


Sou nd Galaxy stere <> card defers mrt features 






Supports The World’s 4 Most Popular 
Sound Standards 

Fully compatible with AdLib, Sound Blaster Pro, 
Covox Speech Thing and Disney Sound Source. 
We offer you the highest level of software 
compatibility, allowing you access to the 
widest range of Multimedia, business 
application, education and entertain- 
ment software under DOS and 
Windows environment. 

At Bus Cd-Rom Interface Upgradable 
To Scsi Cd-Rom Interface 

Giving you a wider selection from high 
performance SCSI CD-ROM Drives. _ 

Dynamic Filtering 

You get better sound clarity and 
signal to noise ratio. 

Call us: 1-800-886 8859 


And Much More... 

# Stereo 20 voice FM music 

* Stereo 8-bit DAC and ADC with 
selectable sampling 4KHz - 44.1 KHz 

# Stereo Digital/Analog 
mixer # Programmable Bass 
& Treble Control # Manual & 

Software volume control # 

Configuration setting via software control, 
no hassle with jumper setting • Dyna- 
mic filtering for better sound clarity # 
Simultaneous Recording from multi 
sources # Built-in MIDI interface, 
game port and microphone jack # 

Built-in AT-BUS CD-ROM interface 
upgradable to SCSI CD-ROM inter- 
face # Power amplifier at 4 
watts per channel * 7 Bundled 
software including Monologue, 

Windat™, SoundScript, Jukebox, 

CD-Player, Sound Tracks, 

Galaxy Master, Utilities and Windows 3.1 Drivers 
# Free Speakers 


<§> 

AVS 

CROUP 


America Office: 

Europe Office: 

Asia Pacific Office: 

AZTECH LABS, INC. 

AZTECH SYSTEMS GmbH 

AZTECH SYSTEMS PTE LTD 

46707 Fremont Boulevard, 

Rm 4.71 - 4.74 Asia Pacific Center, 

31 Ubi Road 1, AVS Building, 

Fremont, CA 94538. U.S.A. 

Birkenstrasse 15, 2800 Bremenl, 

Singapore 1440. 

Tel: (510) 6238988 

Federal Republic of Germany. 

Tel: (65) 7417211 

Fax: (510) 6238989 

Tel: (0421) 1690843/4 Fax: (0421) 1690845 

Fax: (65) 7418678/9 


Tlx: 245610 AZTEC-D 

Tlx: RS 36560 AZTECH 


For Sales Enquires: 

Distribution Plus Tel: 800-998-0316 
Dinorall Corporation Tel: (303) 477-4671 
Legacy Distributing Tel: (805) 253-3769 



All trade names & marks are registered trademarks of respective company 
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You can watch all the games simul- 
taneously, or you can take a single 
game to its deepest level: right to 
the stadium of the game you want 
to coach. 

HUDDLE UP 

In the stadium, you command the 
action for the home team. You can 
view the action from a full-field, 
skybox vantage point, or within a 
window about a quarter the size of 
your computer screen. 

This is where the action is. On 
offense and defense you can choose 
from six formations, each offering 1 2 
possible plays. Try your hand at 
running a run-and-shoot offense, a 
pro set, or the passing power of a 
four-wide set. 

While on defense, you can pick your 
best plays from a goal-line formation, 
a nickel defense, or Chicago’s famous 
46 formation. Your team knows 
them all. 


Once you’ve called the play, run it, 
then sit back and listen to the pop of 
the players’ pads, the groaning of 
your fullback as he struggles through 
the line, and the background com- 
mentary of the play-by-play 
announcer — all while a digitized 
action-music soundtrack accompa- 
nies the on-field drama. 

To help you develop your coaching 
skills, NFL Video Pro Football offers 
time-outs, a no-huddle option that 
speeds play, and choices that change 
the strategy of the called plays: The 
Strategy icon lets you increase or de- 
crease the aggressiveness of plays 
called by the computer during a no- 
huddle offense. 

If you tire of the current game, you 
can leave it in no-huddle mode and 
head back to the Studio to catch up 
on any of the other 13 battles being 
fought. You can jump into any other 
game that interests you, coach for a 
while, and leave that one in no- 


huddle, and it, too, continues on its 
own until time runs out. 

When you’ve exhausted yourself by 
jumping from game to game, coaching 
the best and worst outfits in the league, 
you can save the action for next time. 

THE POST-GAME SHOW 

If you’re not happy with the way 
some of your people are playing, 
bench ’em. Go back to Newspaper 
level, point-and-click on the team you 
want to change, and find the player 
you want to replace; each man on 
every team has a substitute. You also 
can adjust some player attributes, 
such as running ability, pass-catch- 
ing coordination, and the quarter- 
back’s arm strength. 

Spirit of Discovery and Konami 
have assembled an intriguing foot- 
ball game here. NFL Video Pro 
Football’s digitized action, taken from 
the NFL film archives, enhances 
the game and gives you the feeling 
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ourney back 
in time to the 
year 1957 on 
an expedition 
to the dark 
heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
of the 1940's and 50’s 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac- 
ters and heart stopping 
cliff-hangers. You haven't 
had this much fun since 
the drive-in days! 





Metal monsters seek your 
destruction!* 


of being there when you call the plays. 
The game's 144 different plays are 
enough to satisfy almost any Monday- 
morning critic. 

Konami Inc., 90^Deer field Parkway, 
Buffalo GrovW^Kmg89-4510, (708) 
215-5100; IBM mf or compatible, 
12MHz 286 orfa0DOS 3.3 or later; 
VGA; supports SoundBlaster; requires 
mouse, hard-diskdrive, 22MB free; $79.95 

STAR CONTROL II 

By Ed Ferrell 

Guess too many game designers 
watched too many episodes of Star 
Trek. They’ve made so many captain- 
a-starship games you can’t swing a 
dead Andorean without hitting one. 

So what gives? Another captain’s 
game? Another game in which you 


outfit a starship, assign a crew, and 
fuel up for a mining mission among 
the solar system? 

Not really. Star Control II may be 
that, but it’s much, much more. It’s 
got a story so big it has to be played 
on the largest of all stages — the 
universe. What else could hold an epic 
adventure that evokes history 250 mil- 
lennia deep? 

Part arcade, part role-play, Star 
Control II is all science fiction, with 
the emphasis on fiction. As captain, 
you explore dust worlds, greenhouse 
worlds, radioactive worlds, and 
reduction worlds. Contact with 
outrageous aliens is unavoidable, 
and the creatures you meet have 
fantastic, if not always logical, looks. 

WE ARE NOT ALONE 

A rich history is woven into Star 
Control II, beginning for humans 
with the invention of radio. The evil 
Ur-Quan hadn’t noticed Earth until 


broadcasts reached their ships. The 
game begins in the year 2155, as you 
captain home a deep-space explo- 
ration ship. Back at Earth’s star base, 
you discover that the evil Ur-Quan 
have made a slave planet out of Terra. 

Selecting dialogue from a choice 
box, you must convince the star-base 
commander to help you fight back. 
Along the way, you learn that the star 
base’s supplies are depleted. Raw 
materials are needed, and needed fast, 
if you’re to have any hope of throwing 
off the Ur-Quan oppressors. 

It’s lucky that this universe holds 
many suns and numerous planets, 
some of which have surfaces covered 
with the raw elements, minerals, and 
energy sources you need. You staff 
your starship with a crew, buy a few 
landers, and top off your tank. 

Piloting your ship around the solar 
system is a snap, though one sop to 
real physics means you must reverse 
course and hit the thrusters to slow 



•A Multimedia Entertainment 
Extravaganza! 

•Super VGA and VGA Modes. 

•Rich Characterizations. 

•A Cliff Hanger around every corner! 

•From the designers of the Award 
Winning Martian Memorandum. 


SSSSJ~ SOFTWARE INCORPORATED 

ACCESS Software, Inc., 4910 West Amelia Earhart Drive 
Salt Lake City, UT 84116 • (801 )359-2900 • ( 800 ) 800-4880 


Battle for your life at the Bridge of Death!’ 


Gasp in disbelief at the lost tribe of 
Amazon women!* 

‘Actual Amazon VGA screens. 


They grow them big in these parts!* 
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Star Control: All the universe's a stage, and all the men and cyborgs merely players. 


down. There’s no fancy animation here 

— your ship is the only moving object 
on the otherwise static system map. 

Enter standard orbit by “running 
over” a planet with your ship, and the 
system map’s replaced with a beau- 
tiful visual of the spinning globe. 
Below this, scanners reveal the loca- 
tions of mineral deposits and energy 
sources. Another display lists surface 
temperature, tectonic activity, and 
weather systems. 

Pick a profitable landing site and 
dispatch one of the landers to the 
surface. Guide the lander over the 
glowing mineral deposits and they’re 
loaded automatically. It’s unfortunate 
that most of the desperately needed 
radioactives exist in the harshest 
environments, where vicious light- 
ning and earthquakes threaten the 
safety of the lander and its crew. 

Take heart, for the landers can take 
some hits. Just watch your battery 
level and crew lights. Arcade play is 
tense, and when you can’t stand one 
more lightning bolt, you’ll sweat the 
choice between blast-off and picking 
up that last load of precious metals. 

Biological scans reveal alien life forms 

— blobs, vapors, or plants — which 
you can usually stun or at least hold at 
bay. Manageable samples may be valu- 


able in later trades with other species. 
Return to the star base, unload your 
booty, and spend your credits to 
replace the landers you lost. Earn 
enough credits and you can add 
thrusters and additional fuel tanks to 
your ship. Crew pods and extra stor- 
age modules will make your trips 
more profitable. Soon you’ll have 
strip-mined Sol’s system, and must 
head for the stars. 

FIRST CONTACT 

You just point and click on the star 
map to enter the beautiful, but 
dangerous, world of hyperspace. It’s 
the fastest way to the stars, but as you 
extend your search for raw materials, 
you’re sure to encounter a number of 
unusual alien races. 

First-contact role-play always offers a 
choice between attacking or convers- 
ing, but because you’re as outnumbered 
here as you are against the Ur-Quan, it’s 
smart to make as many alliances as 
you can. Not only is there strength in 
numbers, but you may benefit from your 
friends’ advanced technology as well. 

Alliances can be tricky, especially 
with the hard-trading Melnorme. 
And although it’s a good idea to take 
on any comers who want to join you, 
it’s doubtful that the cowardly Spathi 


will be any help in a shoot-out. 
More than dozen different alien 
warships provide fast-action combat in 
Star Control II — and it’s a tough 
arcade challenge to master. Prudent 
captains will gain experience in the 
pure-combat scenario before playing 
a full game. If you can’t resist the call 
of the cosmos until you can shoot the 
fins off an Ur-Quan fighter, let a 
cyborg help you. 

And don’t overlook the time- 
honored military tactic of running 
away. An emergency maneuver can 
encapsulate your ship within a protec- 
tive shield while your batteries charge 
and warp you out of harm’s way. 

Hey, it looks as though it’s as much 
fun to throw off the bonds of evil 
Ur-Quan slavery as it is for “Bones" 
McCoy to declare, “He’s dead, Jim.” 

Accolade, 5300 Stevens Creek Boulevard, 
San Jose, CA 95129j^D0) 245-7744; 
IBM PC or compati^F 20MHz 386 or 
faster recommended, 64frK RAM; VGA, 
MCGA; supports .IdldlSaASC Media 
Master, ProAudio SpeOtrum, Sound- 
Blaster, SoundMaMrW; Sound Source, 
Speech Thing; requires hard-disk drive, 
6.5MB free; $59.95 

WAXWORKS 

By Bernie Yee 

With Waxworks, a game that sends 
you exploring a hellish version of a 
Vincent Price movie, Accolade’s added 
another item to the already burgeoning 
heap of fantasy role-playing titles. 

If this one has a familiar look — lots 
of blood and gore — you can thank 
Horrorsoft, the sickos behind Acco- 
lade’s widely known Elvira series. 
Waxworks follows in that vein (ouch!) 
— too much so, in fact, so that it’s just 
more of the same old death and 
destruction. 

Waxworks is big — there are more 
interminable tunnels and mazes 
than you can hack and slash your 
way through — but, then, size isn’t 
everything. 
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Isn’t It Time You Played 
David Leadbetter’s Greens? 



I f you’re tired of using your sand 
wedge as a shovel, play David 
Leadbetter’s Greens. It’s the 3-D golf 
simulation that improves your game. 

The golf instructor who helped Nick 
Faldo, Nick Price, and Ian Baker-Finch 
become champions can help you rise 
from course duffer to club pro. 

Under his guidance, you’ll adjust 
stance, swing, tee, and ball positions. 
You’ll view shots from seven different 
angles. And you’ll even analyze your per- 
formance through slick instant replays 
and graphic hole-by-hole analysis. 

David Leadbetter’s Greens from 
MicroProse. Crawl out of the bunker and 
get your copy today. 


For a free catalog dial 1 -800-879-PLAY 






The story begins with the disap- 
pearance of your brother in the 
tunnels near the wax museum owned 
by your macabre — and now deceased 
— Uncle Boris. You had a good mind 
to burn down the old building, but 
the whole affair wasn’t quite settled. 
When Boris’ body turned out to be 
missing from his grave, you knew 
something was up. 

Suffice it to say that Waxworks 
tosses together a family curse, the forces 
of evil, and a quest. The latter has you 
delving into the waxworks, where each 
display is a magical portal to another 
time. There, your possessed brother is 
gathering evil characters out of the past 
to unleash on the world today. 

THE EVIL THAT MEN DO 

Waxworks is pure Horrorsoft. Its 
color palette is a gathering of wan, 
corpse-like, bleached hues, and the 
soundtrack consists of suitably 
ominous period music for each era 
you explore. And explore you will, 
because the game lets you enter, for 
example, an eight-level pyramid, a 
mine, and the streets of London. 

Bad guys roam the streets and hall- 
ways in wait for you. Fighting is suit- 
ably bloody, and images of dismem- 
bered and decapitated corpses are 
mind-numbingly frequent. The game’s 


combat system seems to have been 
simplified from the Elvira days, when 
each part of your character’s body 
could sustain a number of injuries 
(racking up those “hit points”) before 
you had to suffer forced amputation. 

The interface display is otherwise 
chock-full of mouse-driven options, 
from a compass to the ubiquitous 
hand icon. When you click on an ob- 
ject, various context-sensitive options 
pop up. Of course, a few benign 
beasties wait to talk to you as well, but 
you’ll probably converse more with 
dead Uncle Boris than anyone else. 
Your crystal ball is a link to Boris’ 
spirit, which provides information 
and some gypsy magic, at a cost to 
your mental stamina. There are a lim- 
ited number of questions and heal- 
ing requests you can ask of moldy 
Boris for each world you explore. And 
healing you’ll need, for a lot of the 
blood that spurts so gleefully on the 
VGA display will be yours. 

Waxworks is huge, so huge in fact 
that its lack of automapping will 
surely discourage all but the most 
dedicated fan of Horrorsoft. What’s its 
excuse for not including this feature? 
And why hasn’t Horrorsoft improved 
its role-play engine? Role play in 
Waxworks remains largely the same as 
that in Horrorsoft’s Elvira games. It 


sports cosmetic niceties, such as a drag- 
and-drop inventory system, but it lacks 
real meat. Horrorsoft’s willingness to 
use movie conventions and to make 
its games more graphically violent 
(accompanied by an appropriate 
warning sticker on the box, in an 
example of self-policing) is to be 
applauded, certainly, but it’s missing 
the technology boat by not keeping 
up with changes. 

This title tells a new story, true, with 
additional bloody artwork to gape at, 
but because it uses an old game 
system, it actually offers nothing new. 
Waxworks is a game strictly for fans of 
Elvira’s chassis, not her engine. 

Accolade, 5300 Sk veils Co\ek Boulevard, 
San Jose, CA 95129, (800) 245-7744; 
IBM PC or coMfmible,.640K RAM; 
VGA; supports all maqmmound boards; 
requires mouse, )iard-disW drive; $ 69.95 

MICROLEAGUE 
ACTION SPORTS 
SOCCER 

By Wayne Kawamoto 

They call itootball. But if it’s foot- 
ball, where are the hulking behe- 
moths knocking heads? Where’s the I 
formation? Where are the flying wide 
receivers and killer linebackers? 

We call it soccer. This global game 
— where the players use their feet 
and the action in the grandstands 
sometimes rivals that on the field — 
may be popular from Argentina to 
Zimbabwe, but in the U.S.A. it’s just 
a minor sport. But that didn’t keep 
MicroLeague, known for statistics- 
based sports software, from creating 
Action Sports Soccer, an arcade game 
in which you control the players and 
pursue a coveted cup championship. 

The name says it all — the software 
succeeds as an average arcade game, 
but virtually ignores the sport’s strategic 
aspects. When you use your head in this 
game, it’s usually for hitting the ball. 
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DUN E * II 

The Building of A Dynasty 
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BUUD TOTS 


I rrakis this 


rcntiis C 


Only one house will prevail 




Control all aspects of combat and construction. 


Select and build varieties of installations. 


Acquire valuable information from your Mentat. 









PENDRAGON 
Software Library 

5.25" DISK 
1-9 

10-19 ! 

20-49 ! 

50-99 ! 

100+ ! 

200+ ! 

PRICING 

13.00 ea. 

12.75 ea. 
12.50 ea. 
12.25 ea. 

12.00 ea. 

11 .75 ea. 

AS LOW AS 

$1.75 

PER DISK 


Public Domain & Shareware for IBM 


and Compatible Computers 


Purchase 10 or More - Get 3 FREE 


Minimun requirements: 51 2K and color or specified. 

EMPIRE (GM104) The classic strategy game. 
3-DEMON (GM110) You are the Pacman in this 
maze game. Also Dig-Dug, Frogger. (Req CGA) 
MORIA (GM1 28) Roque type adventure game. Very 
involved and well worth playing.(Req:640K, HD) 
HACK (GM129) This is the classic Roque game but 
has more spells, monsters, commands. Addictive 
3-D Chess (GM159) Six levels of play (CGA, Here) 
GAMMON4-OTHELLO-YAHTZEE (GM163) Full 
screen backgammon plus the other two games. 
VEGAS JOHNNY'S DRAW POKER (GM172) Fan- 
tastic. Like a real game. 

FAMILY FEUD (GM189) Like the TV show. 
JIGSAW PUZZLES (GM196) Two programs. 
CAPTAIN COMIC (GM201) Super arcade adven- 
ture game. Great graphics. (Req: EGA) 

3-D STAR TREK (GM203) Save Starfleet HQ 
EGA/VGA WHEEL (GM213) 1-3 p;ayers. Like the 
Wheel of Fortune TV show. (EGA, VGA) 

VIDEO BLACKJACK (GM214) Nice simulation. 
MORAFF'S REVENGE (GM216) A 3-D maze type 
D&D adventure game. Good graphics. 

VGA SHARKS(GM218) Adventure arcade game. 
VGA GAMES 1 (GM178) Blackjack, Chekkers 
VGA GAMES 2 (GM208) Bananoid, Grav-Wars 
BIG THREE (GM222) Extensive WWII strategy 
game. (Req: HD, CGA, EGA, VGA) 

BASS TOUR (GM223) Interesting fishing game. 
DRACULA IN LONDON (GM224) 1-6 players. 
COMMANDER KEEN (GM228) The first of the Keen 
trilogy. (Req: 640K, HD, EGA, VGA) 

ZZT (GM229) Action/adventure game. Includes 
game editorto create your own game worlds. Sup- 
ports mouse, joystick^ Req :512K, color or Here) 
DUKE NUKEM (GM250) Fantastic EGA/VGA 
graphics and animation. (HD, EGA or VGA) 
SECRET AGENT (GM278) Action adventure. Great 
graphics (not just run and jump). Supports Joy- 
stick(HD, EGA/VGA) 

CRYSTAL CAVES (GM279) Very smooth grahics 
animation. (HD, EGA/VGA) 

GOODBYE GALAXY (GM303) Commander Keen 
IV adventure. (HD, EGA/VGA)(2 disks) 
COSMO’S COSMIC ADVENTURE (GM304) 
Cosmo searches a strange planet for his kid- 
napped parents. (HD, EGA/VGA) (2 disks) 
WOLFENSTEIN 3-D (GM309) Absolutely fantastic 
graphics.Supports sound(Req: HD) (2 disks) 

DR CODEMAsTER (GM313) Super graphics and 
sound. Challenging. (Req: HD, VGA, SVGA) 

JILL OF THE JUNGLE (GM315) 256 color and 
sound. Nintendo style.(Req: HD, AT, 386, 486) 


SHIPPING INSTRUCTIONS 


Send mail orders with check or money order to: 
PENDRAGON SOFTWARE LIBRARY 
75 MEADOWBROOK RD, 

E. GREENWICH, RI 02818 
MC/VISA accepted 


1-800-828-DISK 


Support line (6-10 PM EST), inquiries, foreign 
orders, (401)-884-6825. Order lines are open from 
10AM to 10:30PM EST M-F.. 

Calculate cost per disk from table (note some 
programs are multiple disks). Add $1.00 each for 
3.5” disks. ALL ORDERS ADD $4.00 SHIPPING. 
We ship UPS, use a street address or add $2.00 
for insurance. Additional costs: FEDERAL EX- 
PRESS 2-day air ADD $3.00 first 25, over 25 , call. 
RI residents add 7% sales tax. FOREIGN ORDERS: 
ADD $5.00 US Funds (Canada, $3.00) APO’s, 
FPO’s ADD $2.00 for insured mail. 


FREE CATALOG 



When you use your head in Action Sports Soccer, 
it’s for hitting the ball, not strategic thinking. 


You control the Manchester United 
Football Club, a team that aspires to 
the European Super Cup, European 
Cup Winners Cup, or United Europe 
Football Association (UEFA) Cup. In 
matchups and tournament play, you 
mimic a real march for the top. 

Action Sports Soccer’s action doesn’t 
get marks for originality: It plays 
virtually the same as its electronic 
soccer ancestors. You control the 
player with the ball when you’re on 
offense and the player nearest the ball 
on defense, as you push the ball up 
and down the field toward the goals. 
As in most other PC sports games, you 
can play Action Sports Soccer one on 
one or against the computer. 

You’ll be surprised that this game 
plays much like arcade basketball, a 
result of the superficial way both 
sports are re-created on the PC. 
Although the two are quite different 
in real life, on the computer you could 
conceivably swap uniforms and still see 
much the same results on screen. (The 
only real difference is that PC basket- 
ball players dribble the ball with their 
hands; PC soccer players use their feet.) 

Strategically, there are a few things 
you can do with Action Sports Soccer. 
You can set the formation and 
substitute players along the way, or 
view stats such as goals scored, goals 


allowed, and number of games played. 
Although you can set skill levels for 
various players on your team, it hardly 
seems to make a difference. 

Action Sports Soccer’s rife with prob- 
lems, many of which you can blame 
on the game’s mechanics. For instance, 
it’s often tough to tell which player 
you’re controlling, mainly because the 
action moves so fast and the controlled 
player’s marking isn’t obvious. 

Even harder to adjust to is your 
ever-changing defensive player. You 
close in on the ball with a defensive 
man, then suddenly you’re control- 
ling a different player, simply because 
he happens to be closer to the action 
now. The constant changes force you 
to find the new player first, then figure 
out where he should go. As you 
become more familiar with Action 
Sports Soccer, you should be able to 
anticipate these flips and flops better. 

Action Sports Soccer lets you use 
different kinds of kicks, controlling 
them by varying the length of time 
you hold down the action and direc- 
tion keys. But that’s pretty hard to do 
during a heated game. 

Real soccer may be fast, but on a 486 
machine, Action Soccer gets ridicu- 
lous — on a powerful PC, it’s almost 
impossible to play. At high speed, it’s 
hard to gain control over the ball, as 
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the players overshoot it constantly. 
You’ll have to slow down your com- 
puter to make Action Sports Soccer 
playable, even comprehensible. 

The game purports to work with 
the keyboard, but you’ll have to be a 
contortionist. (Z and X are right and 
left, respectively, while R and D are 
up and down.) It’s virtually impossible 
to use during a fast-action game like 
this. Stick with a joystick. 

Soccer’s 256-color graphics images 
are on par with today’s sports games. 
It supports the AdLib sound board for 
its introductory music, but when you’re 
in the midst of soccer action, it’s back 
to the beeps of your internal speaker. 
Documentation is sparse and glosses 
over even the program’s basics. 

The great Pele — soccer’s greatest 
star ever — tried to popularize the 
sport in the U.S. But although it’s 
fashionable with younger kids, it can’t 
compete with football. Nor can Action 
Sports Soccer compete with PC foot- 
ball. Without the strategic thought 
that goes into any sport, soccer 
included, a PC package is simply an 
excuse to exercise the joystick. If, and 
only if, you want some casual arcade 
action, think about playing “football” 
with Action Sports Soccer. 

jam 

MicroLeague Sports, 2201 Drummond 
Plaza, /Vm)mW Bfag7 / 1. (302) 368- 
9990; IBM PC or coWkble, 640KRAM; 
EGA, VGA; supports AdLib; $39.95 


SPELLJAMMER 

By Bernie Yee 

In the beginning, there was the Gold 
Box series and only the Gold Box series. 
If you wanted to play in the Advanced 
Dungeons 8c Dragons universe with a 
digital dungeon master, Gold Box was 
it. Then came Eye of the Beholder, 
which used the less-xenophobic 
Second Edition AD&D rules (and a 
Dungeonmaster-clone engine). But 
just when we thought we had it 
made, SSI and Westwood (Beholder’s 
designers) parted company. 


Not to worry. To fdl the gap, SSI 
has launched a host of ventures that 
apply a new engine. In the tradition of 
Space 1889 and Worlds of Ultima: 
Martian Dreams, SSI’s Spelljammer 
works with an AD&D system that 
takes you out of this world. 

MARVEL AT THE COMICS 

In a mode of transportation remi- 
niscent of Marvel Comics’ Thor, you 
command a magically powered ship 
that looks like a wooden-hulled boat. 
Instead of plying the seas, though, 
you’re sailing through the ether and 
into space. 

Like any good character in a role- 
playing game, you leave home in hopes 
of making your fortune trading and 
pirating throughout the solar system. 
Other planets feature a variety of 
indigenous races, such as the Neogi, 
Mind Flayers, and Lizardmen. All 
roam the ground and the spaceways. 

Spelljammer’s space travel is no 
Wing Commander. Somehow, it 
makes sense that this sailing ship 
moves in only two dimensions. It 
makes Spelljammer more playable. 
Isn’t that enough? 

Because you’re sailing in a mystic 
ether atmosphere, you need to wony 
only about air and weapons — 
catapults, bailista, even arrows and 
spears to attack the hostile spacefaring 
species you encounter. 

Ship-to-ship combat is most like bat- 
tles in Buck Rogers — simplistic and 
to the point. Ships carry hit points, 
and the object, naturally, is to hit the 
enemy harder and more often than 
he hits you. You can also attempt to 
ram or shear the enemy ship, or — 
my favorite — grapple with your 
nemesis and board her. 

BEAT ’EM UP 

Until this point, game play isn’t 
what you’d expect from an AD&D 
computer role-playing game system. 
Although you and your crew are 
AD&D characters, all with statistics, 
spells, and an inventory of items, 
there’s little role-playing as you know 
it. Spelljammer is best characterized 
as a trading/combat simulation. 



Puzzled? 


Then you’11 love our 
Collection of Classic Games! 
This collection offers you games 
of strategy, skill, and chance - 
all for $34.99. 

For use with IBM PC’s running 
Microsoft Windows 3.x 


FEATURES: 

*Beleaguered Castle (Solitaire) 
*Morris (Board Game) 
*Pattems (Puzzles) 

*And More! 


Available at local software 
distributors, or call 
1-800-831-7611 


Star 




Graphics * 


The Game Crafters” 
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A, WE HAVE ENOUGH EOF; O MONTHS 
EAREU US! CAP’N! 

FI, THE HULL HFlS BEEN HIT FOR £ E 
9 SMALL FIRMS hWFiV, Oop’n 
WEAPONS AWAY-, CAF-N. 

: crew Hit by small arms. 

ARGA, WE HIT THE HULL EOF; £ DAMAGE 


MONTHS, rlMD i UnVb 'Jr G'JOl* rllri 


Spelljammer features plenty of interstellar death and destruction. 


Boarding, though, turns the tables 
back to the more familiar. The hand- 
to-hand combat screen looks a bit like 
a cartoonish Gold Box holdover, a 
top-down display of turn-based 
combat. That’s good, because man- 
aging combat for a party of ten or 
more in real time would require too 
much hard-disk-drive space. 

Like the main spacefaring display, 
the hand-to-hand interface is a point- 
and-click affair, with different action 
icons popping up at appropriate 
times. Graphics images, while not 
revolutionary, are adequate, though 
clearly not up to the standards set by 
SSI’s own Eye of the Beholder. 

If you thought the Gold Box series 
was combat intensive, Spelljammer 
will drown you in blood. And there 
aren’t the usual puzzles to break up 
that river of red. Instead, you must 
solve an interstellar mystery and find 
the hidden Neogi slave base. 

Character development is unlike- 
ly, because your crew can rotate and 
change as the game progresses; only 
your stalwart captain is really “you.” 

HUNGRY FOR MORE 

All in all, Spelljammer seems more 
like a real-time action/strategy game 
with a fantasy whitewash than a 
fantasy role-playing game. It’s this very 
approach that may throw you. 


And you’ll probably feel a bit empty 
in the end, because this universe, 
though filled with menu-driven descrip- 
tions of town halls, temples, and 
taverns, doesn’t provide a hill world to 
explore on each planet. Spelljammer is 
an interesting excursion into a universe 
that deserves more detail. 

Strategic Simulations, 675 Almanor 
Avenue, Suite 2Ak Sunnyvale, CA 
94086, (408) 73^6800; IBM PC or 
compatible, 386 or 486, 3 3 MHz or faster 
recommended, ffftOK'mmM, DOS 5.0 or 
later or DR.'DQS 6.0$' VGA; supports 
AdLib, Rolant^ifSmidBlaster, Sound- 
Blaster Pro, ThunderBoard; requires hard 
drive, mouse recommended; $59. 95 

THE ANIMALS 

By Heidi E. H. Aycock 

Sometimes things just click — every- 
thing goes right. And when that 
happens, all you can do is smile. 

The Animals, a CD-ROM title from 
Software Toolworks, will coax a smile 
from almost any parent, and a grin 
of glee from almost any kid. This 
virtual visit to the zoo entertains and 
educates. It’s one of the best multi- 
media programs for the PC yet. 


The Animals is a multimedia CD- 
ROM package with clearly written 
text, beautiful photographic images, 
realistic sound, and impressive live- 
action video. All these elements are 
woven artfully into a well-designed 
interface. You’ll find flaws, but they 
barely detract from the experience. 

This collection of images, sounds, 
and information from the San Diego 
Zoo effectively hands you a lifetime 
pass to one of the world’s best collec- 
tions. You see and hear the animals 
and watch them wander their habitats. 
Best of all, you can explore the exhibits 
in any order and at your own pace. 

Guides are always available. Repre- 
sented by text windows and audio 
speeches, they’re clever and fun to follow. 
Although some of the guide passages 
are long and challenging, other text is 
written especially for children. The 
children’s area of the zoo, for instance, 
includes storybooks with simple text 
and great photographs; a guide recites 
these books aloud for prereaders. 

For all the guides’ expertise, though, 
The Animals goes one better: The 
creatures are always out and you 
always have a front-row seat. No stand- 
ing in line, no peering over other 
shoulders. What more could you ask? 

The view from that front row is 
sharp. Even on a VGA monitor the 
still pictures are crystal clear and richly 
colored — detailed enough so that you 
can see that Mona Lisa smile on the 
cobra’s mouth. 

Sound effects are just as impressive. 
The giggling howl of the coyote is as 
unsettling as the sly, come-hither look 
in its eyes. Because the animal sounds 
are accompanied by the ambient noise 
of the zoo, the end effect is utterly 
realistic. You hear a waterfall as well as 
the sound of people talking, for 
example, as you watch live-action 
videos of tigers playing in their habitat. 

And video is what separates this 
multimedia compact disc from its 
cruder competitors on floppy. In the 
long movie featuring tigers roaming 
their river environment, you’ll watch 
them move gracefully along the 
bank. When one tiger sees a leaf in 
the water, it pounces. The spectators 
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Just as today's astronauts are measured 
against the achievements of those who landed 
on the moon, so are sound cards measured 
against Ad Lib. Now, with the long awaited 
AdLib Gold card, AdLib MultiMedia is setting 
new standards... again! 


Ad Lib Gold is not like any other sound card, it's 
an expandable sound system. To add dramatic 
echo and reverb to the already superior stereo 
sound, just snap on the Surround Sound 
Module. Want to use CD-ROMs? Attach the 
optional SCSI Adapter and you're ready to go. 


It's not enough for Ad Lib Gold to simply comply 
with Multimedia PC™ sound adapter specifi- 
cations, it has to surpass them. Plus, not only 
does AdLib Gold fully support the rapidly 
emerging Gold Sound Standard, it is also 100% 
compatible with the original AdLib card. And 
AdLib Gold is the only sound board in its class 
which features three types of filtering to 
eliminate the annoying popping and crackling 
sounds which plague less capable sound 
products. 


So whether you want the highest quality sound 
for your entertainment software, or you're using 
business applications, your wait is over. Ad Lib 
Gold is available now. 


Discover AdLib Gold at your 
local retail outlet today ! 


AdLib MultiMedia Inc., 220 Grande-Allee East, Suite 850, Quebec, QC, Canada, G1R 2J1 
Toll free order line: (800) 463-2686 Phone: (418) 529-9676 Fax: (418) 529-1159 


©1992 AdLib MultiMedia. AdLib and AdLib Gold are trademarks of AdLib MultiMedia Inc. 
Other names are trademarks of their respective owners. 
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The Animals’ video segments distinguish this electronic trip 
to the zoo from its competitors. 


laugh, and so will you. These videos 
are clear enough to convey the 
detailed beauty of the animals, though 
they occasionally decay into dots in 
small portions of the image. 

It’s almost impossible to get lost in 
this electronic animal park. In fact, 
The Animals offers an exceptional 
interface, one of the best around. You 
navigate through the program by 
clicking on buttons or on words in a 
list. If you know you want to see a 
picture of a whale, for example, you 
just click on the button that takes you 
to an alphabetic listing. Find whale, 
and click on it. In seconds, you’re star- 
ing at a barnacle-encrusted mammal. 
If you’d rather explore an entire environ- 
ment, click on the appropriate part of 
the zoo’s map. When you point to a 
button, help notes pop up. Rather than 
intrusive, they’re succinct and subtle. 

For all its quality, The Animals isn’t 
quite flawless. One problem is that 
the movies, sound clips, text, and 
pictures are organized by animals’ 
full names — striped, hyena and low- 
land gorilla, for example. Unless you 
know the full name, you may have a 
hard time searching for the animals 
you want to see — you won’t find the 
hyenas under H or gorillas under G. 
(The program provides keyword 
search, though.) 


But even these glitches take nothing 
away from The Animals. The real 
value of this compact disc is that it 
offers information in an entertaining 
way. Although it doesn’t beat a real trip 
to the zoo, it has its advantages. You 
can explore in your own way, at your 
own speed. 

Children and adults will enjoy this 
program together because it encour- 
ages discussion and further explo- 
ration. Besides teaching facts about 
animals, the program explains how 
some animals have become endan- 
gered, and how we can stem the tide of 
extinction. It encourages environ- 
mentally sound values and offers hope. 

Rarely does a program do such an 
excellent job of crafting so much 
information into an easy-to-use and 
beautiful package. If you’re looking 
for a terrific example of multimedia, 
a fine reason for investing in CD- 
ROM technology, a great way to 
spend months of rainy afternoons, 
put this digital zoo on your shelf. 

Software Toolworks . 60 Leveroni Court, 
Novato, CA 9409, (415) 883-3000; IBM 
PC or compatible, 16JS$Iz 286 or faster 
recommended^^^r,!ftAM, DOS 3.3 or 
later; VGA; supports ProAudio Spectrum, 
Sound Bla\teft reJuAs CD-ROM drive, 
mouse, harddrwe, 2MB free space; $119.95 


By Peter Olafson 

At its bountiful best, Amazon: 
Guardian of Eden is as lush and 
unspoiled as the heart of the 
Brazilian rainforest — with a dozen 
species of fun beckoning to you from 
the trees, a poison puzzle under every 
rock, a hundred deaths waiting as 
you search for solutions. For beauty, 
for variety, for sheer size, it stands 
with the finest examples of the RPG 
genre. I’m hooked. 

And yet, the outskirts of this rain- 
forest seem to have been sacrificed a 
bit during development. Although 
the game itself is undeniably charm- 
ing, some of its mechanics leave much 
to be desired. 

The good news, and there’s plenty 
of it, is that Amazon is every bit the 
worthy successor to Access’ Mean 
Streets, Countdown, and Martian 
Memorandum. Mix a few fragrant 
echoes of Indiana Jones with a movie- 
serial structure; add All-American 
boy, blonde squeeze, and badnick 
South American colonel; subtract one 
brother, who’s vanished while inves- 
tigating reports of startling regrowth 
in deforested areas of the Amazon; 
toss in assassins, death squads, 
cannibals, and some very hungry fish. 

Amazon is enormously entertain- 
ing. It never does too much of the 
same thing, and what it does, it does 
splendidly in vivid VGA (or SVGA, 
but more on that in a second), mixed 
with some pleasant computer-game 
elevator music. (The game supports a 
number of popular sound boards for 
music, but Access’ RealSound tech- 
nology allows digitized speech without 
extra hardware.) 

You don’t look at just the usual side 
views, but at overhead views, look- 
down-from-an-angle views, and first- 
person views reminiscent of Dynamix’s 
graphics adventures. You’ll pilot a 
plane in trouble, paddle a canoe in a 
rock-laden jungle river, and find your- 
self at the mercy of a giant red ant. 
There are cooperative two-character 
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Before you play Special Forces, 
you’d better put on your game face 



When your drop-point is smack in the 
middle of fierce enemy forces, you'd 
better dress for the occasion. 

That's why, in Special Forces, you're 
equipped with high-powered rockets. 
Rapid-fire pistols. Rifles. Grenades. 

And whatever it takes to secure your 
objective quickly. 


Special Forces from MicroProse. 

Defeat is not an option. What you wear 
is up to you. 

PROSE 

ENTERTAINMENT • SOFTWARE 

Seriously Fun Software 



Your objective? Today it could be 
rescuing a POW. Tomorrow, sabotage or cutting 
off enemy supply lines. 

But you can't do it all alone. So take along your 
pick of the military's elite commandos to help you. 
Specialists who you'll have creating diversions, 
sniping, setting off explosives, jumping enemies, 
and carrying out your master strategy. 


r 


To get our free catalog, call 1 -800-879-PLAY Mon.-Fri., 8:30 am-5:00 pm 
EST or fill out the coupon and mail it to: MicroProse Software, Inc. 

180 Lakefront Drive • Dept. DIO • Hunt Valley, MD 21030-2245 


n 


Address: _ 
City: 


_ Zip: _ 




Telephone: ( 


rznsj J 


© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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puzzles, races against time, and elab- 
orate arcade sequences. The variety 
and difficulty of the challenges can 
be heady, even with on-line hints, and 
the sights and sounds are intoxicat- 


ing, right down to the way one object 
folds into another when combined. 

Amazon’s structure isn’t any differ- 
ent from that of plenty of others — 
it’s the old object-manipulation game. 


But there’s an undeniable enthusi- 
asm behind it, with an overall goofy 
tone that throws you plenty of inter- 
esting scenes, problems, and people. 

You’ll find the game system familiar 
if you’ve played Martian Memorandum 
or Countdown. You run things with 
the mouse — though a mouse/keyboard 
combo speeds things up appreciably 
in some of the timed puzzles — and a 
bar showing the usual adventure- 
game icons appears at the bottom of 
the screen. Screens are drawn with 
nuance and gorgeous color, but dur- 
ing conversations, animated digitized 
portraits of actors assume the roles, 
appearing in windows and speaking 
at least a couple of lines aloud. Such 
clips run the risk of looking like a bad 
super-8 home movie of the late ’60s, 
but the images are small and crisp. 

Access has made some improve- 
ments since Martian Memorandum. 
The two-character episodes are among 
the best parts of this game. The 
on-line hint level — way too accessi- 
ble in Martian — is now set as part of 
the configuration file, which you can 
change only by erasing it and config- 
uring the game anew. And Amazon’s 
text seems to have been much more 
rigorously checked for typos. 

But piranhas do seem to have 
munched at Amazon’s edges. Its 
creators haven’t paid much attention 
to the little matters that prevent play 
from becoming annoying. And Amazon 
can get annoying. 

Take saved games, for instance. 
When you die, the game doesn’t 
produce a sensible load/restart/quit 
box, but instead loads the game’s first 
scene, and you have to restore 
manually from there. The current 
saved game doesn’t remain high- 
lighted from load to load or save to 
save, making you skip down to the 
appropriate filename each time you 
save and reload. Occasionally, char- 
acters appear to walk through 
people and objects. And there’s no 
easy escape from the introduction: 
You can’t just tap the escape key once 
and be done with it. 

And although Amazon’s broken 
into 14 episodes, many aren’t self- 


LIQUIDATIONS 
CLOSEOUTS & BARGAINS 


If you think you can’t afford qual- 
ity commercial software. ..think 
again! Although we carry the top 100 
software hits and a full line of acces- 
sories for your IBM compatible, we 
specialize in closeouts and liquida- 
tions. Let us do the bargain hunting 
for you! Find out why thousands of 
computer users choose us as their one 
stop supplier. 

We publish one of the best catalogs 
in the industry. Call or write for your 
free copy! 


for ‘E?tamp(e : 

Armor Alley $10 

Blue Max $15 

Das Boot $15 

Def. of Crown $10 

Double Dribble $10 

Drakkhen $16 

Future Wars $15 

Megafortress $15 

Mon. Night FB $13 

NBA $8 

Super Sunday $8 

Thud Ridge $ 1 0 

Time Bandit $8 

Treasure Island $10 

TV Sports F.B $10 


SOFTWARE 


Sipollf 


CALL TOLL 
FREE TODAY! 


Software Support International 

2700 N.E. Andresen Rd., Suite #A-10 

Vancouver Wa 98661 

(206) 695-1393 

IBM - C64/128 - AMIGA 

1 - 800 - 356-1179 

Major Credit Cards Accepted. 
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he Thrilling Sequel lo 
Computer Gaming World’s 
Role -Playing Game of 


dungeon game anymore! 


UNDERWORLD The Stygian Abyss" was hailed as the first in a new generation of fantasy 
adventures. UNDERWORLD II Labyrinth of Worlds delivers a new, sharply realistic look. 

With smoother animation, more detailed creatures and a spacious view window, it's the 
most realistic gaming environment on a PC. 

The world of Underworld II is more varied and engaging than ever before. We've 
added new terrain features (like shifting floors, water currents and thin ice), new spells (like 
Shockwave and Portal ), new and nastier traps and puzzles, and new creatures (we'll let you 
discover these for yourself...) 


Underworld II takes you beyond the traditional dungeon environment. Deep in the earth, 
the Guardian's magic has cracked the walls of reality, opening the way to eight new worlds 
beyond Britannia: a city buried in ice, a floating castle, an ancient tomb and more... 

From the halls of Lord British's castle, it's time to carry the battle forward and into the 
LABYRINTH OF WORLDS... 


Available at a software retailer near you 
or call 1-800-245-4525 for 
MC/Visa/Discover orders. 


Actual screen 


may vary. 


4 LookingGlass Technologies " Design 


Origin, Ultima and We create worlds are registered trademarks of ORIGIN Systems, Inc. Underworld , The Stygian Abyss and Labyrinth of Worlds are trademarks of 
ORIGIN Systems, Inc. A LookingGlass Technologies is a trademark of A LookingGlass Technologies Design. Electronic Arts is a registered trademark of Electronic Arts. 
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Air Bucks gives you the world, but only one static, sterile view. 


contained. You many not need items 
from one section until several episodes 
down the road. Because the game 
often lets you proceed whether you 
have everything or not, though, you’ll 
need to backtrack frequently and 
replay completed sections to recover a 
critical object stowed in some obscure 
spot. There are all manner of tiny, 
mundane, part-of-the-backdrop-type 
items in the game — much as in 
Interplay’s Future Wars, and it’s part of 
Amazon’s charm — but this repetition 
tends to make play feel like work. 

Then there’s the game’s super-VGA 
support. Access touts it prominently 
on the package. Just as in Links 386 
Pro, it’s easy to configure; the game 
comes with most of the popular SVGA 
drivers, and an auto-detect program 
finds the right one. And, to be sure, 
the images are sharp — more like 
looking at a set of snapshots than 
computer-game graphics. This mode 
is (intentionally, I think) rather like 
being at the movies, and the play 
screen now occupies a quarter of the 
screen, side by side with the inven- 
tory. The border is filled with click- 
able synopses of completed episodes. 

It’s unfortunate, though, that SVGA 
doesn’t really add anything to the 
experience, and may even detract from 
it. It’s certainly more convenient to 
skate the mouse direedy between play- 
field and inventory, but some speed is 
sacrificed in the search for the correct 
object — tiny items are now infinitesi- 
mal — and the mouse suffers from a 
certain flakiness. 

It’s a nice experiment, anyway. 
Amazon is more playable — and still 
absolutely scrumptious-looking — in 
standard VGA. And the game, my 
friends, is superb. 

Access Software, 4910 West Amelia 
Earhart Drive, Salt Lake City, UT 
84116, (800^^)73; IBM PC or 
compatible, il$]ilffm286 or faster, 
3 3 MHz 386\ecomnmded, 640K RAM, 
540K free;£!fi*feer- VGA recom- 
mended; sujmbrts Adljib, Roland MT- 
32, ProAudib”§jmATum, SoundBlaster, 
SoundBlaster Pro, Sound Source; requires 
mouse, hard-disk drive, 8MB free; $69.95 


AIR BUCKS 

By Wayne Kawamoto 

If you think running your own 
airline might be fun, Impressions’ Air 
Bucks is just the ticket. 

It all begins in 1946 at an airport 
in Miami, Florida. You’re cast as a 
seasoned 20-year-old with a Dakota 
DC-3, $ 1 00,000 in your bank account, 
and a dream. You’re about to start a 
venture, a new airline called Air Bucks. 
Can you take a one-plane airline and 
make it a globe-spanning mega-cor- 
poration? You’ve got 40 years to do it 
before you retire. 

Of course you won’t have the world to 
yourself — three formidable competi- 
tors will ensure that the skies aren’t 
entirely friendly. 

LAND HO 

The Air Bucks program features a 
miniature economics engine that 
introduces random variables and 
determines market conditions. In 
other words, don’t expect to slip into 
the jet stream on auto-pilot. First, you 
decide what routes to set up and 
purchase the right to land at your 
choice of airports. Your love for New 
York doesn’t mean it’s the right place 
for your airline, for instance. A big 
city has a big population and lots of 


potential air travelers, but you might 
want to concentrate on more-exotic 
locations or carve out a niche in 
smaller cities. 

The planes you buy for your routes 
also make a difference. Passengers 
prefer faster planes; slower planes that 
carry more people are lucrative, but 
come with higher maintenance costs. 
You also set the ratio of first-class to 
coach seats and determine how much 
space to reserve for cargo. You might 
even spend a little extra to make 
your plane more comfortable for 
passengers. 

As you’d expect, ticket prices affect 
sales and, ultimately, profits. You can 
price your tickets high and sell fewer 
seats, or you can sell at a lower 
price and hope to fill those planes. 
Another factor is the price of oil. If 
Air Bucks is in financial trouble, a 
bank may extend an emergency loan, 
or you can sell stock to raise extra 
cash. Historic events also intervene. 

AIRTIME 

Any combination of human players 
and the computer can control the 
four airlines. Head-to-head compe- 
tition with other people makes for 
potentially exciting game play, as 
players can swap, negotiate, and form 
alliances. Playing with several partic- 
ipants and one keyboard (there’s no 
modem play) is quite awkward, though. 
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Air Bucks feels much like Micro- 
Prose’s popular and highly acclaimed 
simulation Railroad Tycoon. Both 
deal with expanding transportation 
empires during historically prosper- 
ous times. Railroad Tycoon and Air 
Bucks both start with great premises, 
but Air Bucks lacks the polish to 
really soar. 

Part of the fan in Railroad Tycoon is 
watching your trains travel over the 
countryside as they deliver goods and 
passengers. In Air Bucks you can see 
only one route at a time (a line 
between cities), and the program tells 
you in text where your plane is. 

It’s a minor point, but tiny planes 
would provide time perspective, let 
you know at a glance where your com- 
petitors are flying, and inject some life 
into an otherwise boring 16-color VGA 
screen. Air Bucks’ graphics images are 
subpar when compared with current 
entertainment-software standards. 

TURBULENCE AHEAD 

The interface is rough in places. To 
select airports you click on them with 
the mouse. But with one view of the 
entire earth, cities such as Pittsburgh 
and Boston are only a millimeter 
apart. Air Bucks needs a zoom feature 
desperately. 

The controls for setting a route and 
assigning a plane aren’t intuitive, 
either. Unless you follow the manual 
step by step, you probably won’t be 
successful getting your plane off the 
ground. Also, the pull-down menu 
interface lacks feedback to tell you what 
command you’re selecting. 

In the end, Air Bucks is a solid strat- 
egy game, but falls short in a couple 
of areas. According to Impressions 
Software, an upgrade is in the works. 
As it stands. Air Bucks is fun to play, 
but needs some refinement before it 
really takes off. 

Impressions Software, 7 Melrose Drive, 
Farmington, ( F. 0603 2, (203) 676- 
0127; IBM PC or compatible, 386SX, 
16MHz or faster recommended, 640K 
RAM; VG/$mLupports AdLib, Sound- 
Blaster; requires hard-disk drive; mouse 
recommendedJ‘$A9. 95 


CARRIERS 
AT WAR 

By Ed Ferrell 

The Marines may have raised the 
flag on Mt. Suribachi, Iwo Jima, but 
the war in the Pacific was a naval war 
first and foremost, one flushed with 
images of flashing fighter planes, fast 
PT boats, and the mightiest warships 
that ever turned a screw. 

SEARCH AND DESTROY 

Carriers at War puts you in the 
commander’s chair for six crucial 
battles in the Pacific — from Pearl 
Harbor and Coral Sea to the Cleat 
Marianas Turkey Shoot. You have a 
lot of responsibility, but your orders 
are simple — seek out and destroy 
enemy carriers before they do the 
same to you. 

Strategic Studies Group has put a 
lot into this game to make sure it takes 
a lot out of you. Head-scratching, pre- 
radar, hide-and-seek maneuvering can 
put your fleet in a position to surround 
the enemy, or lead you right into 
their trap. 

You control the naval and air forces 
of either side in the Pacific, but the 
most important decisions you make 
are those that involve carriers, the 
queen of the seas. 

Some aspects of carrier warfare 
smack of playing center field. You 
wait and watch; then, just when you 
go to scratch, there’s a deep ball hit to 
the fence. That’s Carriers at War. You 
do more looking than seeing, even 
as you play the grand-scale Midway 
scenario. But when you do find the 
enemy, all hell breaks loose. 

If you need to squeeze your 
Thrustmaster to enjoy computer 
games, pass by this one. The only 
thing animated in Carriers at War is 
your mouse rolling on its pad. 

Its VGA graphics include colorful 
action stills with each order screen, 
and the surface-combat display shows 
an overhead view of your task force, 
but the buzzers and bells in this game 


are inside its strategic engine, not 
painted on screen. 

NEEDLE IN A HAYSTACK 

You’ll play most of this simulation 
from maps on the orders screen, 
where you point-and-click ship icons 
to issue orders to move, refuel, or 
launch air operations. 

Detailed information on individual 
ships includes dimensions and dis- 
placement, armor and armament. 
But you can’t do anything to an 
enemy you can’t see, so the first order 
of business is to get some planes in 
the air. 

Select the size of each search group 
and pick a sector for it to cover. You 
could send everyone up to look every- 
where, but then you wouldn’t have an 
attack force ready. The best searches 
slice through vast areas of open sea 
with a minimum of aircraft. As supreme 
commander, you also control searches 
from any nearby land bases. 

In time you’ll receive sighting 
reports, but sightings from WWII 
carrier-based planes were notoriously 
unreliable. Weather and water condi- 
tions combined with the adrenaline rush 
of inexperienced pilots to create false 
alarms, a fact faithfully re-created 
here. 

Each sighting includes location, who 
made the sighting and when, the 
weather condition, and an estimate of 
the enemy task force’s composition, 
heading, and speed. 

But is it reliable? You may need two 
or three separate sightings to convince 
yourself that something’s really there. 
Even the time of each sighting is 
important. Has the enemy had time to 
change its location? Should you send 
your strike force to the place where 
the enemy was, or where you think 
they’ll be by the time you get there? 

Carriers at War’s combat resolution 
takes numerous factors into account, 
and a dynamic damage system 
depends, at least in part, on the 
quality of each ship’s damage-control 
crews. Ships with poor damage 
control may sink after only a few hits, 
so be sure to fly heavy air patrols over 
your most-vulnerable vessels. 


64 • PCGAMES MAGAZINE 



READERS’ 

CHOICE 

AWARDS 


VOTE FOR 
YOUR FAVORITE 
PC ENTERTAINMENT 
PRODUCTS 
WIN A 

CREATIVE 

CREATIVE LABS, INC, 

MPC UPGRADE KIT 



TELL US ABOUT YOUR FAVORITE PC ENTERTAINMENT PRODUCTS 
AND QUALIFY TO WIN A CREATIVE LABS MPC UPGRADE KIT. 

Tear out and fill out the adjacent card, or a copy, and mail it to us no later than midnight, 
March 31, 1993 (PC Games Readers' Choice, 80 Elm Street, Peterborough, NH 03458). 
The Creative Labs MPC Upgrade Kit drawing will be held Monday, April 1 2, 1 993 and the 
winner will be notified by mail soon thereafter. No purchase necessary. Void where prohibited. 





SOFTWARE 

PREVIEWS 

10 years ago we were 
ahead of our time 
. . . call us if you'd 
like to catch up! 


Call 


1 - 800 - 433-2938 


for a free listing 
or to place an order 


AMIGA * IBM * MAC 
ATARI * CD ROMS 
GENESIS 


WEDGWOOD 

COMPUTER 

5312 Woodway Drive 
Fort Worth, Texas 76133 



Circle 46 on Reader Service Card. 



P Of yorktown 

fo~ r* 


V 



Squad : l/UF-5 
Plane : Hi Ideal: 
Initial 10 0k 10 
Danaged Lost 

I Cap i Ord I Trn 

0 » spersed 

Ok 10; 

llanage level 1 
Danage level 2 -| 


Carriers at War takes you into harm’s way in the Pacific theater of WWII. 


The game’s well-researched manual 
includes a thorough history of the 
Pacific campaign; it’s peppered with 
anecdotes and photographs. Maps of 
the war zones are included to aid your 
effort, and a scenario designer is 
planned as a future add-on. 

This game is a superb simulation of 
the awesome carrier battles of WWII. 
Hundreds of ships and aircraft are 
individually modeled, and an intuitive 
interface makes entering the action 
easy. Support craft from seaplane 
tenders to subs round out your com- 
mand, and if you choose to play the 
Japanese side, the inscrutable kamikazes 
await your orders. It’s a studied look 
at naval strategy, with as much 
historical realism as you’d want from 
a military simulation. Somehow the 
lack of fancy, motion-filled screens 
only enhances the intensity and 
uncertainty of the game’s carrier battles. 

The reality of war figures prominently 
in the performance of the various task 
forces in the game — but go ahead, be 
daring. Play the Allies at Pearl Harbor. 
Maybe you can surprise them. 

Strategic Studies Group, 8348 Monticello 
Drive, Pensacola , FL 32514, (904) 494- 
93 73; IBM PC oAlompatible, 640K 
RAM; EGA, VGA;^Kpcnts AdLib, Sound- 
Blaster; requires Muse, hard-disk drive, 
1.2MB free; $6*&5 


V FOR VICTORY 
BATTLESET 1 

By Peter Olafson 

Realism versus fun: It’s a war-game 
feud as old as hexagons and four- 
movement-point hills. If you go with 
realism, you risk scaring off the folks 
who’d like to throw a switch and fight, 
but don’t feel like looking up subsec- 
tion B of variant II under section 12 
of rule 7.2.1. Play to entertainment 
and you risk running afoul of the 
hard-core gamers who’ll moan that 
the game isn’t serious. What’s a 
designer to do? 

Three-Sixty Pacific, true to its 
tradition of making the complex 
accessible, seems to have found safe 
haven in that no man’s land with V 
for Victory Battleset 1: D-Day Utah 
Beach — the first of a new war-game 
series. 

It’s a passel of five scenarios and a 
campaign game set on France’s 
Cotentin Peninsula during the two 
months following the Allied D-Day 
landings in Normandy. And while it’s 
cast at battalion/company level and 
uses four-hour turns, it offers both 
full-fathom-five depth and easy-to- 
grasp game play. 
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The fate of the free planets 
hangs in the balance... 
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Li ASER SQUAD 

is a futuristic, tactical wargame 
that captures life-like characters of 
a commando unit. Every move 
must be carefully calculated to 
account for the morale, energy, 
and strengths of each soldier. 


In each scenario you are allocated 
a number of "credits" to spend on 
armor, weapons, and ammunition. 

The best choice of equipment 
depends very much on the nature 
of the mission you are undertaking. 

• Dozens of weapons and ammo including 
assault rifles, rocket launchers, grenades, 
and laser weapons 

• Select from four armor types, each with 
weight and protection qualities 

• Strat^map^^^y^fe^^^ 


•ale, stamina 
ill command! 






MICROLEAGUE 

Interactive Software 


2201 Drummond Plaza - Newark, DE 19711-5711 • (302)368-9990 


But this isn’t a simple game — put 
that right out of your mind. V for 
Victory is very much a war gamer’s 
war game, with two manuals (one of 
them with 156 pages), a manual 
supplement, a troubleshooting guide 
and addendum, and two charts. 
Listing the features would consume 
more pages than PCGames can afford. 
They include access to virtually every 
aspect of the campaign you could 
imagine, but are presented in such a 
way that you don't feel as though 
you’re fighting the game system 
instead of the enemy. 

Is it fun? Yes, as long as you qualify 
that word fun. In a field in which some 
games wear complexity on their sleeves 
like a badge of honor, fun is less a 
matter of miniature newsreels (a la 
Patton Strikes Back) than of the game 
not being unduly burdensome. The 
only burdensome thing here is read- 
ing the small print in the informa- 
tion boxes. There’s an overall sense of 
the game not as tangled and sprawl- 
ing, but small and solid — sort of a 
luxury compact of a war game whose 
doors go “chunk” when they slam. 

It’s an impression only reinforced 
by the dense, glimmering colors; by 
the click-and-drag movement scheme 
(little red arrows charting the opti- 
mal path); and by a pleasant array of 
tightly focused scenarios, from mop- 
ping up the lingering German strong- 
holds after the capture of Cherbourg 
to an SS corps’ attempt to drive a 
wedge between the Utah and Omaha 
beachheads. (Title of this first battle- 
set aside, the landing itself isn’t 
included; the campaign game starts on 
June 7, 1944, with a good-sized chunk 
of territory already in Allied hands.) 

There’s an enormous amount to 
like about V for Victory. It uses a 
miniature VCR interface (called the 
command box) for more-detailed 
order assignments — • for example, 
telling a unit to defend, retreat, or 
hold at all costs when attacked. If 
you’re not up to this military micro- 
management, V for Victory lets you 
delegate to your computerized staff 
the assignment of supplies; fire 
support from artillery, planes, and 


ships; ground-unit movements; or all 
of the above. Note that you may have 
trouble winning even the simplest of 
scenarios, though, if you don’t take a 
personal hand in the planning. Your 
staff is meticulous, but plodding. 

It will delight you that ground 
support is assigned via a calendar, as 
though you were just noting down 
Mom’s birthday. And there’s a well of 
on-line help — not just telling you some 
of what you need to know, but refer- 
ring to specific pages of the manual. 

Finally, while there’s always some- 
thing sweet-tempered and elegant 
about Macintosh-to-IBM conversions, 
here the art-deco lines and fonts fit in 
perfectly with the WWII era. 

I can only hope that the computer 
opponent is turned up a bit in future 
releases. It’s a tough-minded but 
methodical creature, and I found it 
all too easy in the campaign game to 
encircle the German troops guard- 
ing the road to Cherbourg. Even 
Nazis in movies aren’t that dumb. 

I also have to wonder whether Utah 
Beach was the best choice for the first 
offering in what’s planned as a lengthy 
series. True enough, this theater is 
a nice, manageable size, and the 
scenarios are diverse, but the 
campaign game is essentially a one- 
hex-at-a-time slugfest through the 
hedgerows — especially when playing 
as the Allies — and slugfests don’t 
offer many opportunities for strategy. 

There’s plenty of time for more 
scenarios, though. At press time, 
battlesets were planned around 
Velikiye Luki, a Russian Front battle; 
the airborne assault on Holland; 
Operation Market Garden; and the 
first American/German clash in North 
Africa at the Kasserine Pass. 

The hero here isn’t so much the 
game as the game system. And V for 
Victory is definitely worth fighting for. 

Three-Sixty Pacific, 2105 South Bascom 
Avenue, < umpbet I Cl 95008, (800) 
653-1360, (408) 879-9144; IBM PC 
or compatible, 3 86 W : faster recommended, 
2MB RAM, Dm 5.0 or later; VGA; 
supports AdLiljggoundBlaster; requires 
mouse; $69.95 


READING 

ADVENTURES IN OZ 

By Cynthia E. Field 

Somewhere over the rainbow . . . 
comes to the PC screen with Davidson 
& Associates’ Reading Adventures in 
Oz. This game transforms L. Frank 
Baum’s classic children’s tale, The 
Wonderful Wizard of Oz, into an inter- 
active, educational scavenger hunt, 
flush with animated graphics images, 
music, sounds, and digitized speech. 

The story of Oz comes to life PC-style 
each time your 4- to 9-year-old child 
journeys to the City of Emeralds. Just 
like its magical counterpart in the 
popular 1938 movie, Davidson’s Oz 
features a resident wizard who ulti- 
mately grants each character the 
object of his or her desire. 

But Reading Adventures in Oz is 
more than just a game. Kids can learn 
to spell new words, solve riddles, rec- 
ognize parts of speech, and even follow 
detailed instructions. What more could 
the average parent or teacher ask? 

WE’RE OFF... 

Your favorite munchkins can play 
the game as Dorothy, Scarecrow, Tin 
Boy, or Lion Cub. Depending on the 
character you choose, the cursor 
changes to a hand made of flesh, 
straw, or tin, or a tawny paw covered 
with fur. 

Other graphics touches are surpris- 
ingly clever. For instance, in one 
sequence, everyday foods look like 
vehicles, from a bread-loaf school 
bus to a banana boat. These visual 
delights make sojourns in Oz all the 
more enjoyable. 

Moreover, the program’s three- 
dozen brightly colored, imaginatively 
illustrated scenes feature objects clus- 
tered around a specific theme. 
Household appliances, musical 
instruments, animals, clocks and time- 
pieces, and kitchen utensils are just 
some of the props your child can 
explore during his or her travels 
along the Yellow Brick Road. 
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P lunge into 
a chilling 
maze of 
terror where 
vampires, werewolves 
and zombies prowl the 
dead of night. Confront 
Kairn. whose lethal powers 
flow from the blood of his 
murdered family. Will you 
emerge as the final victor? 

Or become his final victim? 

Your fate will be sealed within 
the Veil of Darkness. 

Unravel terrifying riddles. 

Fulfill bone-chilling quests. 

Clash in a deadly face-off with 
the vampire Kairn. 

■% Live the horror with heart-stopping 
graphics and animation, stunning 
cinematic sequences, haunting music, 
and blood-curdling sound effects. 

Fight for your life in one of three combat 
levels. Use the right weapon to destroy 
each ghoul, werewolf, and zombie. Or die. 

Meet a host of spectral characters whose dark 
secrets reveal more of the mystery. 

Sink deep into this gothic nightmare with state- 
of-the-art game play. Immerse yourself with the 
easy-to-use Real Time Visual point-and-click interface. 
Record every step you take with iine-of-sight 
auto-mapping and print-out feature. 



For more 
information, 
call SSI at 
408 / 737 - 6800 . 


JUL 



©1992 Strategic Simulations, Inc. All rights reserved. 







SOFTWUH 

ILLEGALUf 
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GET THIS 
HARDWUIE 
ABSOLUTELY 
FREE 



Software piracy isn’t just a crime. It’s 
a shame. Because most people who do 
it aren’t even aware that it’s illegal. If 
you copy software that’s protected 
by copyright, you could lose your job, 
face a civil suit, pay a $100,000 fine 
and possibly be imprisoned. So get the 
facts now. To request more informa- 
tion, contact the Software Publishers 
Association at 1-800-388-7478. Be- 
cause in a court of law, ignorance is 
one thing you won’t be able to plead. 

1-800-388-7478 io 



Don’t Copy That Floppy 



Over the rainbow . . . kids will discover the adventure of reading in the land of Oz. 


Anticipation is what makes this 
game so appealing. The strategy that 
works best when you don’t know what 
to expect next is one that comes 
naturally to kids: Click on everything 
in sight. When you click on an object, 
a name tag almost always pops up, 
showing kids new words or reinforc- 
ing the meaning or contextual 
setting of familiar terms. The 
program targets some 400 vocabu- 
lary words, most of which are only 
one or two syllables long. 

A well-placed mouse click can 
really get things moving, too. You 
can coax Polychrome and Button 
Bright to play frisbee, precipitate a 
volcanic eruption in a scene from 
prehistoric Oz, or set some toes 
tapping to the rhythms of the Oz 
bug orchestra. Sound effects include 
rock music, animal chatter, and 
munchkin giggles. 

In the easiest of the game’s three 
levels, preschoolers explore the land of 
Oz freestyle, learning new words and 
associating them with objects. At higher 
levels, learning becomes more struc- 
tured or goal oriented as the child tries 
to find the Wizard’s messenger in each 
scene. Messengers challenge kids to 
solve language problems, such as find- 
ing a word that ends with n. Higher- 
level messages involve more demand- 
ing tasks, such as finding a musical 
instrument used by a bug. 


Mouse holes, doorways, and other 
detours often lead the way to addi- 
tional adventure. To get out of these 
sometimes prickly situations, fill in 
the blank or answer a riddle correctly. 
To win the game, take your cue 
from the Wizard’s messages, click on 
target objects, and drag their name 
tags to your goodies bag. If you snag 
the wrong word, the Bag Guard punts 
the object back to its original posi- 
tion in the scene. 

I'LL GET YOU, MY PRETTY 

There are no penalties for goofing 
up. After collecting the required 
number of goodies, you’re transported 
to the City of Emeralds, where the 
Wizard grants your character’s wish. 

One of the most-enticing features in 
Reading Adventures in Oz is also one 
of the most disappointing. The 
program includes digitized human 
speech — but not nearly enough of it. 
Level 1, designed for prereaders, 
offers no speech support whatsoever 
— and that’s a shame. Level 3, 
designed for experienced readers, 
doesn’t include speech, either. 

Level 2, for early readers (first- and 
second-graders), offers friendly, 
reassuring male and female voices 
reading each of the Wizard’s mes- 
sages aloud. But on-line help is mute. 
Despite the disappointment in quan- 
tity, speech quality is top-notch. 
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a thought provoking medieval role playing game 

Wealth! 


Magic! 


Animations in 25 6 color VGA. 
Inspcctable SVGA objects and 
scenes. Digitized sound effects. 
Command line parser and mouse 
support for selected commands. 
Minimum requirements: 
80286, VGA ,1MB EMS, 
and DOS 


YOU determine the course of events! 

YOU are the master of your own fate! 

YOU determine your characters destiny! 

NO predefined storyline to follow! 

A storyline full of allegories, fun, and adventure! 

Circle 68 on Reader Service Card. 

Creative Software Corp. I -800-878-9509 P.O.Box 640688 San Francisco. CA 94 109-9905 


Creative Software rewards early 
orders and gamers who complete 
tlieir quest with promotional 
discounts off the list price of 
$59.99 I 
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LANDS’ LAN, Lotus World, Macworld, Computer! Totaal; NEW ZEALAND’S Computerworld New Zealand, New Zealand PC World; NIGERIA’S 
PC World Africa; NORWAY’S Computerworld Norge, C World, PC World Norge, PC World Ekspress, IDG Direct Response, Lotus World Norge, 
PC World’s Product Guide, Student Guiden, Publish World, Macworld Norge, Networld, Unix World, Windowsworld; PERU’S PC World; PEO- 
PLE’S REPUBLIC OF CHINA’S China Computerworld, PC World China, Electronics International; IDG HIGH TECH Newproductworld; PHILIP- 
PINES’ Computerworld, PC World; POLAND’S Computerworld Poland, Komputer, PC World/Komputer; ROMANIA’S Infoclub; RUSSIA’S 
Computerworld Moscow, Networks, PC World; SOUTH AFRICA’S Computing S.A.; SPAIN’S AmigaWorld, Communicaciones World, Computer- 
world Espana, Macworld Espana, Network World, PC World Espana, PC World Autoedicion, Publish, SunWorld; SWEDEN’S ComputerSweden, Cor- 
porate Computing, Mikrodatorn, Macworld, CAD/CAM World, Lotus World, Windows, PC World, Lokala Natverk/LAN, Attack, CAP, Datal- 
ngenjoren, Data & Telekommunikation, Maxi Data, Mac&PC, Publishing & Design; SWITZERLAND’S Computerworld Schweiz, Macworld 
Schweiz, PC & Workstation; TAIWAN’S Computerworld Taiwan, Global Computer Express, PC World Taiwan; THAILAND’S Thai Computerworld; 
TURKEY’S Computerworld Monitor, PC World Turkiye, Macworld Turkiye; UNITED KINGDOM’S Lotus, Macworld, SunWorld; UNITED 
STATES’ AmigaWorld, Cable in the Classroom, CIO, Computerworld, DOS Resource Guide, Electronic News, Federal Computer Week, Game- 
Pro, inCider/A+, IDG Books, InfoWorld, Infoworld Direct, Lotus, Macworld, Momentum, Multimedia World, NeXTWorld, Network World, 
PCGames, PC World, PC Letter, Publish, SunWorld, SWATPro; VENEZUELA’S Computerworld Venezuela, MicroComputerworld Venezuela; YU- 
GOSLAVIA’S Moj Mikro. 

Problems with Advertisers: Send your current address and a description of the problem to PCGames, 80 Elm Street, Peterborough, NH 03458, 
attention Rita Rivard, Marketing Assistant/Customer Service Manager. If urgent, call (800) 441-4403, (603) 924-0100 in New Hampshire. 
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Speech issues aside, Davidson needs 
to tweak Reading Adventures in Oz in 
a couple of other ways. First, after 
you click on an object, you have to 
drag the hand or paw cursor aside 
before you can read the object’s name 
tag. Second, when you choose a game 
level, the selected button pops out, 
but when you make a choice in the 
game’s control panel, the selected 
button pushes in. Thanks to Davidson 
& Associates, The Wonderful Wizard of 
Oz has moved to the PC, where Reading 
Adventures makes children self-directed 
participants in their own learning. It 
doesn’t take a wiz to see the value in that. 

Davidson & Associates, P.O. Box 2961, 
Torrance, CA 90509, (800) 545-7677, 
(800) 556-6141; IBM PC or compatible, 
12MHz 286 orjpsbn, 640KRAM, DOS 
33 or later; mouse, hard- 

disk drive, 5MB free space. ; supports Echo 
II PC, IBM Speech Adaptor, IBM ACPA, 
ProAudio Spectrum 16/Plus, Sound- 
Blaster, SoundBlaster Pro, Sound Galaxy, 
Sound Source, Speech Thing, Thunder- 
Board, Tandy, PS/1; $59.95 

REBEL SPACE 

By Peter Olafson 

“Keep it simple, stupid.” KISS may 
not have made it into the American 
Acronym Hall of Fame, but it 
deserves a place right up there with 
SNAFU, RADAR, and SCUBA. 

And sometimes, just sometimes, 
game makers remember KISS. That’s 
the take on Prodigy’s Rebel Space, 
which is both a tribute to the virtue of 
straightforward simplicity and to a 
game’s ability to drape itself in a son of 
digital Emperor’s Clothes. You can 
learn the rudiments of this galactic 
empire-building game in a wink, get 
into the thick of things overnight, and 
finish a game in as little as five weeks — 
all the while never feeling that what 
you’re about is at all simple. 

This joint effort of Beyond Software 
(the folks behind SSI’s Tony LaRussa 


Ultimate Baseball and the Savage 
Frontier AD&D series) and the on-line 
network Prodigy is a spare and elegant 
50-player version of the classic game 
of conquest set against the background 
of a collapsing empire. This founda- 
tion may have grown fat in its com- 
puter incarnations over the last decade, 
but the creators of Rebel Space left the 
baggage of minutiae behind and stayed 
close to the basics, with results at once 
pleasant and immensely accessible. 

Playing the game is as much of a 
breeze as using Prodigy. You can con- 
figure Rebel Space to your schedule 
— anywhere from two to five turns 
per week — rather than be beholden 
to the game's. The plain-speaking 
documentation can be sent straight 
to your printer, doesn’t take up more 
than 50 or so of Prodigy’s paragraph- 
sized pages, and is laden with hints 
and good advice. 

There’s nothing too complex in 
taking your turn, either. You simply 
set directions for your four starships 


in this galaxy, indicate which of 
seven all-important modules each ship 
will collect upon docking at a friendly 
starbase, and choose which rebellion 
(. Militarist , Scientist, or Environmentalist), 
if any, you want to join. 

The next morning, the results turn 
up in your electronic mailbox — as 
much as 20 to 30 pages listing, among 
other things, planets taken, the 
progress planetary civilizations and 
ecologies have made, battles fought, 
and damage sustained and given. 
Think of it as a play-by-mail game 
that uses Federal Express. 

You’ll also get a nice map suitable 
for plotting starship courses for your 
next turn, or the hot, laser-assisted 
death of the alleged ally who crossed 
you when push came to shove. A 
printer isn’t required to play, but I 
can’t recommend it strongly enough. 

One day, for instance, I was heart- 
ened to read reports that my starship 
Lazarus seemed to be making progress 
against two Militarist starships in the 
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Battle of N62; that the Omni had 
found a new desert planet; and that 
the folks on 071 “have learned to 
print and bind books. Their libraries 
have become centers for learning for 
scholars from across the galaxy, and 
their universities are the finest of any 
comparable civilization.” 

Okay, so the descriptions are canned 

— not complex text splicings relying 
on actual game conditions — but 
you’ll read them as eagerly as a doting 
parent follows a first-grader’s report 
card. Rebel Space isn’t Civilization, 
but it’s better than just being told that 
your culture rates a 6. 

At first, it’s a big, empty galaxy. But 
as you begin to wander away from the 
central axis of starbases and jump 
points, you’ll begin to run into planets 

— Stone Age planets, Eden-like planets, 
industrial planets, and, at length, some- 
body else’s planets. There are 49 
other litde starlord-wannabes in every 
game. Before long, you’ll be glad your 
starships have shields. 

Rebel Space’s mechanics may 
follow the cry for KISS, but its play is 
anything but. Before long, you’ll find 
there are almost chess-like intricacies 
to movement, such as adding “mods” 
(starship parts, from drives and 
scanners to lasers and environmen- 
tal units) and building your planetary 
network. There’s also the human 
element. There’s no way to send 


messages within the game, but once 
you’re out of it and in the Stargate 
Cafe (the game’s dedicated bulletin 
board) chops are busted, victories 
crowed over, and promises broken. 
To skip the Stargate is to play the 
game wearing a blindfold. 

Hands-on players who like to 
micro-manage may find themselves a 
bit at loose ends here, as elements 
such as combat strategy and plane- 
tary development are out of your 
direct control and can only be influ- 
enced in broad terms. But for my part, 
I’ll settle for being able to name my 
starships (maybe after the Simpsons); 
this is such an Everyman game I can’t 
imagine anyone not doing it. 

The only burdens Rebel Space 
places on you are record-keeping 
related, such as building an annotated 
galactic map. Even the turn deadlines 
aren’t a problem. If you can’t make 
one, your starship captains act on their 
own initiatives. (When I took a week 
or so off to write, I was tickled to find 
that my little empire had more than 
doubled in size while on autopilot.) 

And there are oh-so-obvious addi- 
tions to Rebel Space, things that 
would expand into any future sequel 
— the ability to create customized 
starships or modules, for instance. 
But that’s just burdening a delight- 
ful premise with all sorts of baggage. 
KISS, Prodigy. The instinct was a 


good one. And keep a spot warm for 
me in Rebel Space. I’ll be back. 

Prodigy Services Company, 445 Hamilton 
Avenue, White Plains, NY 10601, (800) 
776-3449; IBM PC or comp atible, 512K 
RAM, DOS 2.0 of later; Hercules, CGA, 
EGA, VGA, MCGA; reBres 1200- or 
2400-bps modem; movMBmrinter recom- 
mended; $24.95 25-turn game, $49.95 
Prodigy Startup Kit; $14.95 monthly fee 


TAKE-A-BREAK! 

CROSSWORDS 

By Barry Brenesal 

You’ve flipped enough cards in soli- 
taire to qualify as a Vegas blackjack 
dealer. You’re bored with the game, 
but you still want a respite from the 
daily work you do in Windows. 

How about a crossword puzzle or 
two to stretch your mental muscles? 
That’s the premise behind Dynamix’s 
new Take-a-Break! Crosswords. It’s 
Windows-based, so you can just 
retreat from your word processor, 
graphics package, or database, and 
with a couple of clicks switch to 
Crosswords for a little relaxation. Of 
course, there’s more to it than that. 
And there’s less, as well. 

ON THE PLUS SIDE 

The more part comes in the form of 
various options that customize the 
puzzles in ways impossible in print. A 
good example is Autocheck, which erases 
incorrect answers on the fly, avoiding 
those situations in which you’ve 
entered four interconnected, depen- 
dent words, only to discover an hour 
later that the first word was wrong. 

Another feature, Undo, completely 
removes words you’ve entered; 
because the puzzle’s on a PC, erasure 
comes easy and sans smudging. 
Unfortunately, it works only while 
you’re typing a given word, not once 
you’ve moved on. Erasing words at a 
later stage requires deleting each letter 
individually, a tedious process at best. 
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By Hark Baldwin and Bob Rakosky 


AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR DIRECT FROM NEW WORLD AT 1 - 800 - 325-8898 
(OR 1-818-999-0607 outside U S.) P.O. BOX 4302 HOLLYWOOD, CALIFORNIA 90078-4302) 

C>1 992 New World Computing, Inc and White Wolf Productions. Empire Deluxe is a trademark of New World Computing. Inc. 

New World Computing is a registered trademark of New World Computing. Inc, 

IBM screens shown. Actual screens may vary. 
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THE MOST REALISTIC 
STRATEGY/SIMULATION COMPUTER 
GAMES ON THE MARKET TODAY! 

FULL COUNT BASEBALL 

You manage all 26 most recent teams and 52 
great past teams • 45 man roster • Stats 
compiler • Complete boxscore to screen/ 
printer • Input your own teams, 
draft or trade players • Wind/Weather 
Option • You choose starting line-up, batting 
order, bunt for a hit, steal, DH option and 
much, much more! 

BASKETBALL - THE 
PRO GAME 

You’re the coach and you choose 
line-ups, shot selection, style of play 
and much more • Stats compiler • 
Full team and individual player stats 
kept for up to an 82 game schedule • 
All players rated by actual statistics 
and tendencies • 27 current teams 
and over 190 great teams from the 
past included! 

COURT-SIDE COLLEGE 
BASKETBALL 

Included are 286 teams from the most 
recent season and 70 all-time greats • 
Player statistical accuracy from ability 
to tire and foul to overall contribution 
factor • Stats compiler • You 
determine style of play, whether to 
press or use 45 second clock, weather 
game played at home court or neutral 
site and much more! 


Many past season’s discs available. For more 
information, write or call for free brochure. 

ORDER TODAY! Mail check or money order 
for $39.95 each for Apple 11 or &64 
or $49.95 each for IBM, or call in and 
order with VISA or Master Card. Please 
add $3.00 for shipping and handling. 

Ul HU Jl) I J i l 'I' IJ. l J I ) I JJ 


P.O. BOX 100594 • NASHVILLE, TN 37224 
615/366-8088 
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Puzzle fanatics can tackle a new medium — but it's not exactly The New Yprk Times . 


Take-a-Break! Crosswords takes 
advantage of Windows by letting you 
choose between 16- and 256-color 
modes, both of which are completely 
color-customizable. You also can 
print a puzzle during any part of the 
process; because you’re working in 
Windows, you’ve got support for 
virtually any printer model. 

Another set of brand-new, chrome- 
plated extras involves game rules. 
Take the clock, for instance: It counts 
off 14 minutes from the start of any 
game. Finish early, and you get bonus 
points calculated by the minute; finish 
late, and you’re penalized. 

This ability to score a game adds a 
whole new dimension to crossword 
puzzles — those in newspapers are 
simply all-or-nothing affairs. Want 
hints? Take-a-Break! Crosswords gives 
you the luxury of choosing among 
several hint categories, including Single 
Letter, Single or All Vowels, Single or All 
Consonants, and Whole Word. Hints 
come at a price, though: You lose points 
when you ask for help. The stronger 
the hint, the more points slip away. 

If all this sounds intimidating, you 
can always turn off the score display 
and duplicate the more leisurely 
print-style approach. Or practice a 
few puzzles with full hints first to boost 
your confidence. Take-a-Break 
supplies 375 crosswords in four sizes 


(from 13-by-13 to 1 9-by- 1 9) and three 
levels of difficulty. 

PUT IT TO THE TEST 

Here’s where the less part of Take- 
a-Break! Crosswords pops up. While 
these puzzles are rated easy, medium, 
and hard, you really won’t notice 
much difference. Hard puzzles are 
relatively tame compared with many 
of the monthly magazine compila- 
tions in print — let alone the ulti- 
mate test of the fanatic, The New York 
Times’ crossword. 

There are also few theme puzzles, 
and none of the anacrostics, diagram- 
less, or other popular variations. That 
gives the game’s large crossword 
sampling a smaller, blander feel than 
should be the case when the PC is 
your partner. 

That aside, Take-a-Break! Cross- 
words is an excellent addition to 
Sierra On-Line’s fine series of more- 
traditional board games for the PC, 
which includes such titles as the Hoyle 
Book of Games line. And it sure beats 
the heck out of solitaire. 

Dynamix/ Sierra On-Line, 99 West 1 Oth, 
Suite 224, Eugene^ OR 97401, (503) 
343-0772; compatible, 

Windows 3.0 or later. 2MB RAM; VGA; 
requires hard-d isKmrivmmouse recom- 
mended; $49.95 'GmSr 
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CHIPS& BITS CALL 800-753-GAME 


IBM MAC & AMIGA GAMES FOR LESS 


UPS Ground S4 per order. PO Box, APO, FPO, $5 per Order. 2 Business Day Air S6 per Order. 

Europe Air Mail SI 2 First Item plus S6 Each additional Item. Air Mail to Canada $6 per Order. HI, AK, PR, Mail S7 per Order 


PO Box 234 
Rochester, VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 


IBM HARDWARE 


Adlib $59 

Adlib Gold 1000 $179 

Flightstick $33 

Gravis Ultrasound Board $129 
Maxx Cobra Flightstick $54 
Pro Audio Spectrum 16 $179 

Pro Audio Spectrum Plus $1 39 
Sound Blaster $89 

Snd Bl Multimedia Upgrade $499 
Sound Blaster Pro $1 69 

Sound Blaster Pro Basic $1 39 
Sound Card Speakers $15 
Thrustmaster Joystick $69 
Thrustmaster Pro Joystick $99 
Thrustmstr Rudder Pedals $109 
Thrustmstr Weapn Control $79 
Thunderboard Soundboard $84 


IBM CD ROM 


7th Guest $56 

1 2 Roads to Gettysburg $48 
Aesop's Fables $32 

Battle Chess DOS/WIN $46 
Buzz Aldrin Race Space $59 
Capstone Game Collection $45 
Chessmaster 3000 $46 

Conan $21 

Conquest Robin Hood WIN $42 
Dune $35 

El Grito Del Jaguar WIN $46 
Guy Spy $29 

Jones in the Fast Lane $42 

King's Quest 5 WIN $42 

Legend of Kyrandia $49 

Lost T reasures of Infocom $46 
Mantis Experiment! Fighter $45 
Secret of Monkey Island $39 
Secret Weapons Luftwaffe $46 
Shuttle $24 

Space Quest 4 $42 

Star Child $32 

Star T rek 25th Anniversary $46 
Ultima Bundle $59 

White Horse Child $32 

Wing Commander Bundle $45 


IBM ADVENTURE 



'LINKS386PRO' 
offers SUPER 
VGA graphics 
and advanced 
features designed 
for your 386 or 
486. New fea- 
tures include 
computer oppo- 
nent, save game 
option that allows 
your friends to 
play against you 
in an existing 
game, pre-re- 
corded games 
from worthy oppo- 
nents, and many 
game modes. $35 



'AMAZON' re- 
captures the fun 
and excitement of 
the 1950's drive-in 
movies. Travel to 
unexplored re- 
gions of the Ama- 
zon, fight 10 foot 
ants, and find em- 
eralds stolen by 
Cortez. Amazing 
cinematic effects 
such as multiple 
camera angles, 
flashbacks, pans, 
zooms, and fades. 
Features full digi- 
tized voices and 
sound effects. $39 


Adventurs of Willy Beamish $34 
Amazon $39 

Castle of Wolfenstein 3D $37 
Codename Iceman 2 $39 

Conquest of the Longbow $36 
Demon's Gate $32 

Gateway $32 

Heart of China $34 

Heaven & Earth $32 

Humans $21 

Indy Jones Fate of Atlantis $38 
King's Quest 6 $45 

Legend of Kyrandia $35 

Leissure Suit Larry 5 $36 

Lost Files Sherlock Holmes $44 
Lost Treasures of Infocom $42 
Out of this World $36 

Police Quest 3 $36 

Rex Nebular Cosmic Gendr $39 
Riftwar Legacy $39 

Secret of Monkey Island 2 $38 

Sierra Adventure Bundle $39 
Space Quest 4 $36 

Spaceward Ho! $38 

Spellcasting 301 $34 

Star T rek 25th Anniversary $34 
Summoning $38 

Terminator 2029 $42 

Where in the World is CSD $29 
Wonderland $16 



DREADNOUGHTS 

accurately models 
the looks, specifi- 
cations and tactics 
of fighting fleets 
during the great 
age of the battle- 
ship. Includes 7 
scenarios such as; 
Coronel (1914), 
Falklands(1914), 
Jutland (1916) 
and Dogger Bank 
(1915). Features 
a menu interface 
for entering com- 
mands, external 
3D view, & hidden 
movement. $42 


Visa & MC Accepted. CODs $5. Checks Held 4 Weeks. Money Orders T rested as Cash. 
Most Items Shipped Same Day. Shippingtimesnotguaranteed.Checkcompatibility 
beforeyou buy. Defectives replaced with same product. Price&availabilitysubjectto 
change. All Sales Final. 


IBM STRATEGY ■ IBM SIMULATION 


A Train 

$38 

Air Bucks 

$34 

Air Force Commander 

$32 

Armada 2525 

$29 

Battle Isle 

$32 

Battles of Destiny 

$38 

Breach 2 

$19 

Carriers at War 

$37 

Castles 

$18 

Castles 2 

$36 

Civilization 

$39 

Command HQ 

$19 

Conquered Kingdoms 

$38 

Conquest of Japan 

$34 

Dark Seed 

$34 

Dune 2 

$42 

Empire Deluxe 

$39 

Gary Grigsby Pacific War 

$46 

Global Conquest 

$37 

Great Naval Battles 

$45 

Harpoon 

$25 

High Command 

$45 

Lemmings 2 

$32 

Lost Admiral 

$24 

Mercenaries 

$38 

Pacific Theater of Operation 

$42 

Paladin 2 

$34 

Perfect General 

$32 

Patriot 

$44 

Populous 2 

$38 

Powermonger 

$34 

Railroad Tycoon 

$34 

Realms 

$17 

Rules of Engagement 2 

$38 

Second Conflict WIN 

$34 

Seven Cities of Gold 2 

$38 

Siege 

$38 

Siege Exp Dogs of War 

$19 

Sim Life 

$41 

Solitaire's Journey 

$34 

Spaceward Ho! 

$38 

Special Forces 

$39 

Star Control 2 

$36 

Star Legions 

$38 

Task Force 1942 

$39 

Utopia 

$31 

V Victory 

$44 

Warlords 

$24 

IBM SIMULATION 

Aces of the Pacific 

$42 

Aces of Pacific Missn Disk 

$27 

Aces over Europe 

$46 

Aces over Europe Mssn Dsk$27 

AH64 Helicopter 

$46 

ATAC 

$29 

B17 Flying Fortress 

$39 

Battlefield 2000 

$37 

Birds of Prey 

$32 

Car & Driver 

$38 

Dynamics Bundle 

$39 

Eye of the Storm 

$29 

F117ANightkawk 

$42 

FI 5 Strike Eagle 3 

$44 

Falcon 3.0 

$45 

Falcon Scenario 1 

$24 

Flight Simulator 4 

$42 

Fly the Grand Canyon 3D 

$45 

Gunship 2000 

$39 

Jetfighter 2 

$39 

Jump Jet 

$39 

Ml Tank Platoon 

$29 

Mantis Experimental Fighter $39 

Mantis Speech Pack 

$19 

Maximum Overkill 

$44 

Megafortress 

$12 

Megafortress Mega Pack 

$38 

Power Politics WIN 

$34 

Privateer 

$49 


Reach for the Skies $31 

Red Baron $36 

Road & Track Grand Prix U $37 
Sailing Simulator VGA $42 
Secret Weapons Luftwaffe $44 
Secret Weapons Exp Disk $21 
Shadow President $44 

Shuttle $26 

Silent Service 2 $34 

Strike Commander $45 

Stunt Island $34 

Test Drive 3 $29 

Ultrabots $37 

Wing Commander 1 $39 

Wing Commander 1 Bundle $45 
Wing Commander 2 $45 

WC 2 Speech Pack $1 5 

X Wing $46 


IBM ROLE PLAYING 


AD&D Collector's Edition 2 $45 
AD&D Starter Kit $45 

AD&D Eye of the Beholder 2 $38 
AD&D Gtwy Savage Frontier$32 
AD&D Pools of Darkness $38 
AD&D Spelljmmr Pirates RS $38 
AD&D Treasur Savage Frntr $32 


Black Crypt $32 

Challenge of the 5 Realms $44 

Champions $37 

CHARACTER EDITORS $16 

Darklands $39 

Daughter of Serpents $32 

Dungeon Master $34 

Dusk of the Gods $24 

Elvira 2 Jaws of Cerberus $27 

Hero's Quest 3 $36 

Legend of Valor $39 

Lure of the T emptress $37 

M $45 

Magic Candle 3 $38 

Megatraveller 3 $39 

Might & Magic 3 $34 

Might & Magic 4 $37 

Pirates Gold $34 

Spellcraft Aspects of Valor $38 

Twilight 2000 $34 

Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultima 7 Black Gate $46 

Ultima 7 Forge of Virtue $21 

Ultima 7.5 Serpent Isle $46 

Ultima Underworld $48 

Ultima Underworld 2 $46 

Waxworks $34 

Wizardry 6 Cosmic Forge $34 

Wizardry 7 Crusaders DS $39 


IBM SPORTS 


4D Boxing $17 

Front Page Football $39 

Greens $34 

Hardball 3 $32 

Links Golf $29 

Links 386 Pro $35 

Links Pro Course Disk $20 

Madden Football 2 $32 

Michael Jordan Flight Sim $44 

MicroLeague Basebll 4 USA $31 

Microsoft Golf WIN $39 

NASCAR Challenge $31 

Nicklaus Signature Ed Golf $39 

PGA Tour Golf WIN $38 

Road to the Final Four $37 

Tonny LaRussa Baseball $24 

Wayne Gretzky Hockey 3 $39 

World Circuit $34 
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Lt. Rushing reporting as ordered sir* 

My orders indicate I an to assist 
you in performing your command 
duties. If you require any advice, 
support or guidance from me, simply 
press the STAFF button or the FI 
key. 


Harpoon’s Battleset Enhancer features the latest weaponry and fighter aircraft. 


HARPOON: 

BATTLESETENHANCER 

By Ed Ferrell 

Keeping up with the world’s rapidly 
changing military geography is no easy 
task. Three-Sixty, most famous for its 
vaunted naval simulation Harpoon, 
rises to the challenge with Harpoon 
Designers’ Series: Battleset Enhancer, 
an add-on meant strictly for the 
serious player. 

This $50 package adds 12 new 
Harpoon scenarios for every battleset 
you already own. Battleset Enhancer 
updates Harpoon by including dozens 
of new countries, hundreds of new 
weapons platforms, and an upgrade 
to the latest version of the Harpoon 
master game (but not the game itself). 

A bit of background: Harpoon is the 
most realistic naval-warfare simula- 
tion available. It has sold more than 
80,000 copies and is backed up 
with three additional battlesets and 
a scenario editor. Harpoon’s fans 
support newsletters, bulletin boards, 
and active on-line clubs. 

And, in fact, Battleset Enhancer is 
very much a product of those fans. 
Avid Harpoon players submitted 


scenario ideas to Three-Sixty even 
before the scenario editor was released. 

Each of the new scenarios in the 
Designers’ Series was selected from 
the best of these unsolicited offerings, 
the best from the company’s beta 
testers, and the best from the 
Harpooners who hang out on networks. 

Habitual Harpooners may recognize 
JIVA as the sysop (system operator) of 
the Harpooners’ Bulletin Board. His 
Gonzo Station scenario for the Indian 
Ocean & Persian Gulf Battleset rep- 
resents an Iraqi power play that 
doesn’t stop at Kuwait. Cobalt Shiva 
should be a familiar name to Compu- 
Serve users who play the game; he 
offers several scenarios that take place 
during the First Eurasian War (1996 to 
1999). All scenarios emphasize the 
changing political tensions in this post- 
Cold War era. 

Adding new countries means 
adding whole new navies to Harpoon. 
To the Greenland/Iceland/United 
Kingdom Battleset included with the 
master game, Battleset Enhancer 
adds Sweden, Poland, Germany, and 
Finland. New bases are added to each 
battleset, along with more weapons. 

The Soviet/CIS aircraft carrier 
Admiral Kuznetzov , the U.S. O/iio-class 
ballistic-missile submarine, and the 
USN SV-22 Osprey tilt-rotor aircraft 


are just some of the new platforms 
included in this add-on. Fully compat- 
ible with the scenario editor, each new 
platform performs in the new scenarios, 
and is available for use when creating 
your own war games. 

It took work to bring these weapons 
to Harpoon. The F-14 Tomcat and the 
Burke-class guided-missile destroyer 
are included in several variations, as 
well as several configurations for the 
Ticonderoga- class Aegis cruiser. And 
thanks to this add-on, the F-15E Strike 
Eagle and F-l 17 Stealth Fighter are 
now available in all battlesets. 

Armchair admirals can consider each 
weapons platform as fodder for the 
scenario editor, even though you can’t 
edit the weapons themselves. Three- 
Sixty recognizes that Harpoon’s pop- 
ularity is based on its realism and play- 
ability, and by keeping weapons designs 
firmly in-house, it’s trying to retain 
some control over the simulation. 

Whatever edition of Harpoon you 
now own, this package upgrades the 
game to the current version, 1.3. 
Unfortunately, even this one has 
some bugs, most of which appear 
when you’re playing a large scenario 
with many platforms. (Three-Sixty 
will soon update all registered users to 
version 1 .32 at no charge.) 

If you’re not yet a Harpooner, look 
for the Challenger Pack, a boxed set 
that includes everything except 
Battleset Enhancer. You get Hatpoon, 
all the battlesets, and the scenario 
editor for only $79.95. 

A large part of players’ fascination 
with Harpoon (which isn’t easy to play) 
is its realistic feel. A captain at the 
Naval Post-Graduate School who uses 
Harpoon for his operational-analysis 
course recently produced results with 
this simulation similar to those ob- 
tained with a Cray supercomputer and 
$44 million worth of software. At 
$49.95, Battleset is a steal. □ 

Three-Sixty Padfic^H05 South Bascom 
Avenue, Suite .165, Campbell, CA 95008, 
(800) 655-1560; IBM PC or cotnpatible; 
EGA, VGA^rqnires Harpoon 1.2 or 
later, individual Battlesets; requires hard- 
disk drive; $419,951'-' 
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Microsoft Golf - Swing Control 
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Or any other time you feel like play- 
ing a round of golf. All you need is a PC and 

■ Microsoft’ Golf for Windows'." 

Using Golf is practically 
like being on the course itself. 
We’re tallang heavy-duty real- 
ism. The feet is, you would be 
hard pressed to find another 
Goif for Windows, golf game as realistic. 

Why? Well, for one, we’ve used actual 
photo footage ffomTorrey Pines, the PGA 


Tour course down in San Diego. Secondly, 
the Wmdows interface, along with our push- 
button controls, lets you control everything. 
Except the weather, of course. 

For the Microsoft “pro shop” nearest 
you, pick up the phone and give us a call at 
(800) 426-9400. Then go pick up a copy. 

And find yourself working through 
lunch. Not to mention your swing. 

Microsoft 


© 1993 Microsoft Corporation. All rights reserved. Printed in the USA For information, in the 50 United States, call (800) 426-9400. In Canada, call (800) 563-9048; outside the 50 United States and Canada, 
call (206) 936-8661. Microsoft is a registered trademark and Windows is a trademark of Microsoft Corporation. 

Circle 74 on Reader Service Card. 







THE BIG ONE 

By Jim Bail 

When you tire of zipping 
around the skies like a 
rocket banshee or blasting 
Iraqi tanks in the sands — 
when you lust after a bit of 
racy art on the nose of your 
aircraft — turn back the 
clock to World War II and 
sit your backside in the 
cockpit of one of the cen- 
tury’s great airplanes, the 
B-17 Flying Fortress. She 
may not be pretty, she may 
not be fast, but she sure 
earns her name. 

Flying Fortress is a 
bomber simulator that puts 
you in command of a 
B-17G in the 8th Air Force 
based in England during 
the Second World War. 
Featuring an excellent 
flight model and impres- 
sive depth of detail, this 
simulation isn’t for the 
casual flyer. If you’re look- 
ing for immediate gratifi- 
cation and don’t want to 
invest the time to train 
properly, look for another 
mission. 

You begin in 1942, at the 
onset of the Allied daylight 
bombing campaign on 
German-held Europe. 
Early on, the Allies had no 
suitable long-range fighter 
escorts; bombers relied on 
the combined firepower of 
a tight formation for pro- 
tection. You’re positioned 
in “Purple Heart Corner” 
— the back right — a 



favorite target of Luftwaffe 
fighters. Make it through 
your trial by fire, though, 
and you and your aircrew 
will survive long enough to 
enjoy the protection of your 
“little friends,” the P-47 
Thunderbolt and P-51 
Mustang, which help you 
drive deeper into the Nazi 
war machine. 

Flying Fortress is as much 
a crew simulator as a flight 
sim. The aura of serving on 
a B-17 comes through as 
you and your men work 
together to accomplish 
your mission and get back 
home alive. As pilot of your 
plane, you manage your 
crew to repair damage, 
fight fires, administer first 
aid, and man vacant posi- 
tions at critical times. 

During bombing runs and 
encounters with enemy 
fighters and flak, you assign 
crew members to their 
battle stations. Move the 
bombardier from the nose 


turret down to his position 
at the Norden bombsight, 
jump into the tailgunner’s 
spot and shoot bandits on 
your six, or pilot your air- 
craft through the action as 
you stay in tight formation 
and nurse damaged engines. 

Operating the Norden is 
one of the most-exciting 
aspects of the game, and it 
plays well. Just as in WWII, 
you must fly level over the 
target for about 20 seconds. 
When you take over the 
bomber, you use the con- 
troller to center the cross- 
hairs on the target. After 
tracking for the proper 
time, the bomb-release cue 
lights up and prompts you 
to drop your load. You can 
watch through the bomb- 
sight, from the bay, or, 
better yet, from the target. 

Flying the B-17 isn’t easy. 
Even with four healthy 
engines, you have to be on 
your toes during takeoff 
and landing. Inevitably, 



Trial by fire: no fighter escorts here — just plenty of weapon 
power and a tight formation. Crew morale and experience up 
your chances of success and survival as Flying Fortress 
sends you on a series of bombing runs in a WWII B-17. 


you’ll lose an engine or two 
to air attack, ground fire, 
or simple mechanical prob- 
lems: a debit that makes 
landing a bit of a knuckle 
biter. There’s a lot of air- 
plane in your hands and 
you’re totally absorbed in 
it — the sense of realism is 
incredible. 

While under attack from 
enemy fighters, you can 
man any one of the gun 
stations. The difficulty of 
hitting a moving target 
from a moving airplane is 
represented realistically 
here, so it’s best to use the 
“zone method” of firing: 
Aim at an expected intercept 
point, fire, and let the target 
fly through your stream of 
bullets. Because you can’t 
practice gunnery in train- 
ing mode, you have to 
learn the hard way — in 
combat. 

B-17 Flying Fortress cap- 
tures the essence of the 
plane, the mission, the 
risks, and the rewards of its 
historical counterpart. The 
designers have paid atten- 
tion to detail, so be pre- 
pared to learn about your 
aircraft, your crew, and 
your targets. Besides, the 
manual’s great reading. 
Bombs away! □ 

MicroPruse Software, 180 
Lakefront Drive, Hunt Valley, 
MD 21030, (410) 771-1151; 
IBM PC or compatible, 16MHz 
or faster, 640K RAM, DOS 
5.0 or later; VGA, MCGA; 
requires hard-disk drive, 7MB 
free; supports AdLib, Roland, 
SoundBlaster; joystick, mouse 
recommended; $69.95 
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"...decide the fate of the world .,.' 1 

Associated Press 
“...puts you in the White House with all the power, 
influence, and responsibilities of the presidency .' 1 

CNN FutureWatch 

“...every action creates a ripple effect across the world," 

Details Magazine 

"...on-the-job training as leader of the free world." 

NBC News TV - Chicago 

"How well do you think you could do ..,?' 1 

BusinessWeek 



presiaeni 


.tests your on-the-job toughness." 

U.S. News & World Report 

"America's hottest 
cult video game,” 

SKY Magazine (London) 


ntial World Power 

"Shadow President gets my vote. 
...in the same vein as SimCity and SimEarth." 

PC Games 

"The graphics are great, the sound is cool and the 
overall game play makes me come back for more." 
"I'm really impressed with this piece of software." 

Computer Game Review 

“...cutting edge.” 
"The entire CGW crew was deeply impressed." 

Computer Gaming World 

"...makes the world's toughest job enjoyable." 

“A great political simulator." 

VideoGames & Computer Entertainment 

"...a richly entertaining gaming experience." 

Game Players PC Entertainment 
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10081858 

Electronics Boutique 
Low Price 

$ 3.95 
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Sound Blaster is a trademark of Creative Labs, Inc. Windows is a trademark of Microsoft Corporation. ©1992 Creative Labs. Inc. 
All rights reserved. International inquiries: Creative Technology, Ltd., Singapore Tel 65773-0233 Fax 65773-0353 


Pump up the 
volume with 
Sound Blaster ! The 
sound card from 
Creative Labs. 

Experience the full power 
of 11-voice synthesized 
music and 8-bit sampled 
sound effects. Don't just 
hear it. . . let it blow you away! The scream 
of your F-15's engine as you elude enemy 
fire. . . the crisp crack of your bat when 
you hit a homerun off the screen. . . the 
echoing ring of sword against sword during 
your next fantasy adventure. 

No wonder Sound Blaster is the world's 
#1 seller. And why it's the sound card that 
more gaming software developers write for 
under DOS or Windows™ 3.1. 


To find out 
more about 
Sound Blaster, 
the only sound 
card that's 100% 
Sound Blaster compatible, 
visit your local computer 
retailer or call Creative Labs 
at 1-800-998-LABS. 

Get the full blown sound capability you've 
always wanted for your PC— for only $149. 
With Sound Blaster from Creative Labs. 

Because. . . 
if you don't have 
Sound Blaster, you're 
really blowing it! 


SOUND 

BLASTER’ 
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